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Festival of carnage arrived at last! 

,TURpk: 

A All-new hi-res shots:'* more blood than 

I mkiiael;0Wen'< 
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If DUKE nukem: zero 
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IPA<E station: 
SILICON VALLEY 

ROBOT SHEEP, FLYING 
RABBITS, SKIING DOGS 
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andsinre 
up to 


S ubscribe to 64 Magazine now, 
and you can not only get 12 
issues of the UK’s best-selling 
N64 magazine for over £17 less than 
you’d pay in the shops, but also get 
one of the eight fantastic Nintendo 
games listed below for just £35! 

As if that wasn’t enough, we’re also 
throwing in your choice of the N64 
Secrets, Strategies & Solutions books ^ 
-Banjo-Kazooie, Lylat Wars or 
Goldeneye - completely FREE! That’s a 
total saving of up to an incredible £42! 




PLUS!' 

even more 

COOL STUW 

■Kicinvi 


Goldeneye 


Forsaken 


Mario 64 


Mario Kart 


■ Y * \ 
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It’s taken, quite literally, a bldody-^v. 
age to get hereAWas tfie insect- 
ridden camage'^t worth the wait? 


UROK 

. ili COpW 


hit for you to wum 


' We answer all those 
Frequently Asked Questions all 
. in one go. Now let us never 
speak of them again! 


ridden carnage 


XC2 


The first game was far too fast. The 
second game has somewhat 
overcompensated! 


CLOVER 


A glove with four fingers. Must be in 
the Yakuza! Let’s have a big hand for 
cutesy puzzle action. 


NHL '99 


Ice hockey. Sport of men with no teeth. 
Why not join in? A hockey game that 
isn’t Wayne Gretzky! 


W<W Vt NWO REVENUE 


More sweaty gusset action from big 
men with bad hair. Is it better than 
WWF Warzonel 


BODY HARVEST 


Big bugs tear humans apart. With their 
mandibles. It’s up to you to travel 
through time and stop them! 


SPACE station: 

© SILICON VALLEY 

Visit Silicon Valley. See robotic 
animals. And kill them! 
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Turok2: 
y Seeds fif'Evil 


What, another preview? 
’Fraid so. It’s still not 
finished, you see. 


Southl*ark 

Kiiiiiiick ass! 

'RatHttack 

Evil rats. Good cats. Fight! 

'Virtual 'Pool 64 

Get the pints lined up - time 
for a game! 

Poadsters '93 

Cane some convertibles! 


© Push 2 z 

Extreme Pacing 

The sequel to SFRush - at 
last, you can steer! 

© Pakuga'KIds 

Andy vs Roy in strange art 

_ri? 


Andy vs Roy in strange art 
conflict. 

FIFA'99 

FIFAfofum! 


© 'nichael Pwen's 
'World 'league 
Soccer'99 

Some footballer, apparently. 


'Holy'nagic 
Eentury 

Quest 64 • Brian = new 
RPG! 


04 Showcase 

All kinds of things of a Nintendoular 
nature for you to, well, read. 

"WhenrmB^ 

Dodgy cheats, games on telly and crap 
players - it’s another letters page! 

Subscriptions 

Now even better value! Save even more 
money! Yes! 

Wtindex 

The full-on alphabetical listing of all the 
N64 games ever reviewed! 

Next Issue 


Our crystal ball broke, so we just make 
stuff up now. 


^ ChetnZentrai 

"V New cheats for Body Harvest, F-i 
WGP, Goldeneye and more! 

74, ScoreZone 

Think you’re good at games? Check 
out your competition here! 

70 'Buck'Bumbie 

^ Part two of our complete guide. Let’s 
get ready to bumble! 


SUPER ROBOT SPIRITS 



Well, it’s got robots in it, so at least one 
word is accurate! Too bad about the 
‘super’ part, though. 



F-1 WORLD 
ORAND PRIX 

Yup, it’s still the best racing game 
BHE on the N64. Go buy it. Now. 























you read it right - that’s 95, a whole 
penny cheaper than the PlayStation!), 
come packaged with either Super Mario 
64 or Goldeneye absolutely gratis. As 
Nintendo was more than happy to point 
out, both games were voted Game Of 
The Year for 1997 and 1998 respectively, 
so whether new buyers plump for 
primary-coloured plumber adventures or 
murderous secret agent action, they’re 
guaranteed to get a quality game. 

Hell, we’re tempted, and we’ve 
already got N64S. If you don’t own an 
N64 yet and are looking for an excuse, 
just tell yourself that you can get the 
best console in the world with the best 
game in the world chucked in for 
^ bobbins. Then, with the money 
^ saved by not getting a PlayStation, 
you can buy a penny chew! 


ast month it was the price 
of the games, this month - 
i as predicted - Nintendo has 
I taken decisive action to challenge 
I the PlayStation over Christmas. 
The company hasn’t cut the price 
of the machine - instead, it’s done 
something even better for new 
Duyers. It’s including a game for free! 
By the time you read this, all new 
N64S will, for the not exactly Visa- 
snapping price of 
k £99.98 (yes, 


■Alarfo d4 - yours 
K sum of IKMIgtit 
Rds, nought poncol 


O ne of the most infuriating things in 
the games industry, whether you’re 
a journo or a regular buyer, is when 
software companies tell you that the 
incredible Game X is going to come out 
on a certain date, working you up into a 
frenzy of anticipation, and then the date 
arrives and Game X is conspicuously 
absent. Not only that, but it’s now a good 
six months away! What’s going on? 

‘Slippage’ has become the number 
one bugbear in gaming. Few games 
seem immune, but the N64 seems 
especially prone to it. The number one 
offender is Nintendo itself-Ze/c/o 64 is 
now over a year late - but there are 
plenty of other culprits. Like Turok 2. 

Part of the reason for slippage is down 
to software company marketing men, 
who decide that the company has to 
have a game out on a certain date to 
meet a quarterly sales target. This is bad 
news for the programmers, who then 
have either to release a game before it’s 
finished (don’t laugh, it’s happened), or 
else go to their bosses and tell 
them that it’s just impossible * 
to get the game finished in 
time, resulting in a delay. The ^ ^ 
end result is that the ' 

programmers are unhappy at 
being rushed, the company is BfiBp 
unhappy that it won’t have a 
game out when it wanted; the 
magazines are unhappy Va 

because they can’t review the 9 

game, and the players are . ^ 

unhappy because they can’t 
buy the megagame 

everyone’s been raving about. ^915 
But what’s the alternative? 

Does anyone really want 
substandard, bug-ridden, 
unfinished games? The 
fact that companies like 
Nintendo and Acclaim are 
willing to take the time 
(and money) to get their 
games right can only be 
a good sign. Sure, 
waiting can be a pain, 
but the end result makes 
it worthwhile! 

Andy McDermott, Editor 













THEM 
WHAT 
DONE IT 


Afidy f1c1>ermott 



He’s camera shy, so he 
sent his twin brother to 
pose for him instead. 

HoyKimber 



Oh dear god, what is he 
doing now? The man 
has no shame! 

Ben loivrence 



Ben is the New Bloke 
with a refreshing lack of 
cynicism. It won’t last. 

Wck Trent 



The man who made 
squeezable cheese in a 
tube fashionable again! 

Featuring the 
musical talents of 

Stuart Taylor on vibes 
Russell Murray 



TELSTAR'S ASSAULT 
COMING TO N64 


Major Doyle 
doesn*t dress 
like this in the 
game itself, 
surprisingly. 


P layStation shooter > 4 ssot//f, which garnered 
itself a handy 8o% in Play magazine, is being 
brought to the N64 by publishers Telstar. The 
Contra/Probotector-styie game stars a pair of kick- 
ass space marines, Major Kelly Doyle and ^ 

Sergeant Reno j Washington, who collect 
dozens of insanely destructive weapons as 
they run around and blow up giant space 
insects. Plot? That’s yer lot! 

A release date for the two- 

player blastathon hasn’t JuIM 

been set yet, but nothing’s 

likely to show up until 

year. When we get more info, i 

you’ll be the first to know! 


md t/jyii -JiJuut 




D a Dook is back! Duke Nukem returns to chew more 
bubblegum and kick more ass (and he’s all out of 
bubblegum) in Duke Nukem: Zero Hour. 

Our granite-gargling hero is travelling through time to 
eradicate the alien menace, and if that’s too easy, there’s a great 
new Dukematch game! We’ll have an exclusive first look next issue! 


^■ver wanted to be involved in the 
K development of a game? This 
could be your chance! Interplay, 
publishers of the upcoming 
Earthworm Jim 3D, are looking for 
people aged between 14 and 26 to 
test their latest games and let them 
know what they think! 

This is the first time that a company 
has asked for the involvement of joe 
Public in game testing. Interplay 
hopes that by getting actual players 
involved at an early stage, they’ll be 
able to “make the kind of games that 
you want to play.*’ 

Interested? Then call Interplay’s 
special hotline number - (01628) 
423775 - and leave your name, 
address, phone number and age. 
Interplay will then contact you the 
next time a testing opportunity comes 
up, and your opinions may influence 
the shape of the next blockbuster 
game! You’ll even be given a free copy 
of the finished game when It comes 
out - what more could you want? 


some more. Am 
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Carma Chameleon - SCI’s subtle 
blend of mirror-signal-manoeuvre and 
extreme violence, Carmageddon 64, 
will be toned down (slightly) by 
changing the luckless pedestrians 
that players are supposed to mow 
down into zombies. Which of course 
makes everything all right... 

Force Folds - After last month’s 
announcement that Fighting Force 64 
had been delayed until 1999, it now 
looks as though the game will never 
be released in the UK at all! Eidos 
seems to doubt the game will have 
enough of an impact with British 
gamers - however, the American 
release is still imminent... 

Snap Shot - Nintendo’s Pocket 
Monsters Snap, a photo-safari game 
with Pikachu and chums, looks as 
though it has been transferred to 
cartridge from the 64DD. The game is 
now due in Japan this December... 


In the part of the magazine blatantly 
stolen from David Letterman, it’s time 
for this issue’s top ten... 

CAME LKENIEt 
WE CAN LIVE 
WITHOUT 


%33t1SSP 


AVAILAKU tlPAAATIliy) 

«i RMnirioi tAiA 

mr&M 

THM wmm^ 

AND AT NIIMDIR 


m ttlM TO SIKCMDI 


SUPER MARIO 2! 

'Mowcoming tocartriitge-but hFsan NPO... 


F irst announced at last year’s 

Space World show in japan as a 
64DD title, Nintendo’s Super 
Mario RPG 2 has now apparently been 
transferred to cartridge. That banging 
sound you hear is another nail being 
beaten into the 64DD’s coffin... 

The game features the same kind of 
imitation 3-D as parts of Mischief 
Makers, with flat sprites moving across 
3-D backgrounds. Super Mario RPG 2 is 
being designed to appeal to younger 
players, like Yoshi*s Story. Oh dear. 
Body Harvest-Wke levels of challenge are 
presumably not on the cards. 

Nothing has yet been revealed about 
the game’s plot, but the presence of the 
usual Nintendo suspects probably 
suggests more princessnapping. The 
release date is also vague, but it’s 
unlikely to appear before next summer. 



A A face that should be familiar to Mario 
fans (and we don’t mean the tubby 
plumber) makes a return! 


CRAZY MODEL CAR ACTION! 



A Race model cars around 6$ mllUon'yea^otd 
relics without fear of prosecution! 


cclaim’s Re-Volt 
is coming along 
nicely, and 
we’ve got the latest 
batch of freshly laid 
screenshots for you! The 
radio controlled car 
racing game is heavy on 
realistic physics and 
suspensions, so the cars 
bounce all over the place 
just like the real thing, 
but light on seriousness 



A accurately models crashes, like the 

clumsy oafs on the left, 

- you can race your cars through places 
like the Natural History Museum! Re-Volt 
is due out early next year, and we’ll have 
more on this promising game soon. Hint 
to Acclaim - we’d really like some real 
radio controlled cars to play with... 


<OMIN« SOON FROM PARAOON PUBLISHINO... 


NINTENDO 64 SECRETS, 
STRATEGIES, SOLUTIONS GOLD 

ISBN: 1-873650-47-7 

A massive collection of tricks, 
tactics, mapped walkthroughs and 
guides to all the leading Nintendo 
64 games, including Banjo- 
Kazooie, Goldeneye, Mission: 
Impossible, Forsaken, Lylat Wars, 
Super Mario 64 
and Diddy Kong 
Racing to name 
but a few! Comes 
free with a 
Nintendo 64 
memory card 
worth £7.95! 


MAXIMUM SOLUTIONS: TUROK 2 

ISSN: 1463-7243 

A complete 100 page tips magazine 
devoted to beating Acclaim’s latest 
prehistoric tour de force, and 
including the original Turok 
solution. Full walkthroughs to 
every level, plus in-depth combat 
tactics, level maps and the last 
word on winning 
in the 

multiplayer 
deathmatch. If 
you want to beat 
Turok 2, this is 
an essential 
purchase! 


TOTAL GAMES NETWORK 

www.totalgames.net 

Relaunched for the new 
millennium is the Total Games 
Network (TGN) web site. An all¬ 
singing, all-dancing interactive 
experience giving you the latest 
news, previews, reviews and tips 
for all the latest games on PC, 
PlayStation, N64, Game Boy Color 
and Dreamcast. Constantly 
updated, 

TGN is the 
ultimate 
on-line 
gaming 
magazine! 
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'Wherewetest'MU9€Kkl-onstO€lestruction! 




A Russell and Roy demo the 
Nintendo products and 
don't look daft. At all. 


Something a little different... 

Nintendo 
Things 

Excitement Direct • (01993) 844885 

Those of you who thought that Nintencio 
only licenseci consoles and video games, 
think again! A whole range of ‘Nintendo 
related’ products are hitting the market, all 
officially endorsed by those console kings 
themselves! 

First products in the range are a Nintendo 
64 clock radio, a pair of N64 walkie-talkies 
and a binoculars and camera set. 

All the products are made of sturdy, durable 
plastic in the Nintendo colours, and although they 
obviously don’t perform as well as their ‘adult’ 
counterparts (you show us a pair of binoculars for a 
fiver and we’ll show you a pair of cheap binoculars!) 
they are nevertheless, pretty good fun. 

If you found Ocean’s Mission: 
impossible a bit disappointing, how 
about staging your own real-life 
‘impossible mission’ with the walkie- 
talkies, camera and binoculars? Erm... 
and you could use the alarm clock to make your own 
Mission: impossible bomb (or use it to ensure you get 
up in time for those important missions). 

These Nintendo products and others in the range are 
available from Excitement Direct on (01993) 844885. 
The binoculars and camera pack is priced at £9.99, the 
walkie-talkies will cost you £10.99 for the pair whilst 
the clock radio retails for £22.99. 





Blast corps: no*' 

' your local comic shop. 



MisfCof|iS 

IT'S NEW$ TO RARE! 

D 


ark Horse Comics has released a 
• one-shot comic based on Rare’s 
Blast Corps, which follows the 
game’s plot closely - nuclear missile out 
of control, heroes blow stuff up to clear 
its path, etc. The comic was news to 
Rare, though - when asked about Dark 
Horse’s project, they admitted it was 
the first they’d heard about it! 


A 

’3 



CHARTS 


Call (oi8i) 9741555 for 
your nearest GAME store! 

Check out the Web site at 
www.game-retail.co.uk 


Zhart Comment 

Nintendo continues its domination of the N64 charts as 1080° 
Snowboarding comes straight in at the top, usurping F-i World Grand 
Prix. Mission: Impossible lumbers into third place - obviously people 
don’t read the reviews! 

Hot tips for next issue include F-Zero X and Body Harvest. Don’t 
expect to see Turok 2 there, though - it’s been put back until December 
so that the programmers can finish the deathmatch game! 

Chart Compo 

This issue’s winner is Kevin Olding of Bournemouth, who for correctly 
predicting this month’s top three games wins himself a £50 voucher to 
spend as he pleases at his local branch of GAME. If you want to win next 
month, send your top three predictions to us by November 13! 


This 

Month 

Last 

Month 

Game 


1 

- 

1080° Snowboarding 

Nintendo 

80% 

2 

1 

F-i World Grand Prix 

Nintendo 

94% 

3 

- 

Mission: Impossible 

Infogrames 

48% 

4 

3 

Banjo-Kazooie 

Nintendo 

95% 

5 

12 

WWF Warzone 

Acclaim 

90% 

6 

2 

tSS *98 

Konami 

95% 

7 

- 

Waialae Country Club Golf 

Nintendo 

15% 

8 

- 

All-Star Baseball ’99 

Acclaim 

89% 

9 

4 

Goldeneye 

Nintendo 

95% 

10 

5 _ 

World Cup ’98 

EA Sports 

93% 

11 

_7 

Diddy Kong Racing 

Nintendo 

86% 

12 

9 

Yoshi’s Story 

Nintendo 

79% 

13 

- 

Mortal Kombat 4 

GT interactive 

86% 

14 

6 

Mario Kart 64 

Nintendo 

78% 

15 

n 

Shadows Of The Empire 

Nintendo 

58% 

16 

- 

NBA Courtside 

Nintendo 

85% 

17 

15 

Lylat Wars 

Nintendo 

88% 

18 

8 

Turok: Dinosaur Hunter 

Acclaim 

70% 

19_ 

19 

NFL Quarterback Club ’98 

Acclaim 

~8o% 

20 

13 

Iggy’s Reckin’ Balls 

Acclaim 

83% J 


WORTI 


You can win a £50 voucher to spend at your 
local GAME shop - that's more than enough 
for Goldeneye, Mario or Banjo-Kazooiel 
All you have to do is use your powers of 
i divination to predict the top three 

i games in next issue's chart and send 

^ your predictions on a postcard to Chart 

Compo, 64 Magazine, Paragon House, 

St Peter's Road, Bournemouth BHi 2jS\ 

WORTH OF CAME VOUCHERS 


BO Tiagaiine IRRB 




























Now arranged in handy month-by-month format, 
Gamewatch - compiled as always by Department i - is 
the definitive list of upcoming games from all around the 
world. If you want to know what games are coming out 
and when, then look no further! The British game 
releases are highlighted for your convenience, putting 


an end to ‘hey-that-looks-good-oh-feck-it’s-Japanese’ 
misery. Whatever you’re looking for, you should be able 
to find it here in Gamewatch - it’s the most accurate 
release list in the world! 

• Release dates are subject to change without notice. Don’t 
blame us - we only work here! 


In association with 
Department i 

Department i, 3rd 
Floor, Suffolk House, 1- 
8 Whitfield Place, 
London WiP 5SF. Tel: 
(0171) 916 8440 
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64 Oozumo 2 

jap 

TBC 

Body Harvest 

UK 

13 

Buck Bumble 

jap 

TBC 

Bust-A-Move 3 

UK ; 
UK 

30 

Charlie Blast’s Challenge 

TBC 

Charlie Blast’s Challenge 

US . 

17 

Disney’s Magical Tetris 

US 

20 

Earthworm Jim 3D 

UK 

30 

Fox Sports College Hoops ’99 

US 

10 

F-ZeroX 

UK 

06 

Glover 

UK 

TBC 

Glover 

US 

03 

Knife Edge 

UK - 

TBC 

Madden ’99 

UK . 

TBC 

Micro Machines 64 Turbo 

UK ^ 

20 

Micro Machines 64 Turbo 

US 

25 

Milo’s Astro Lanes 

US 

11 

NBA Jam ’99 

US 

25 

NBA Live *99 

UK 

20 

NFL Quarterback Club ’99 

UK 

30 

NHL Breakaway’99 

US 

18 

NHLPA Hockey’99 

UK 

TBC 

Nightmare Creatures 

US 

11 

Onegai Monsters 

jap : 

TBC 

Rally Racing 

US 

19 

Rayman 2 

UK 

TBC 

Rayman 2 

US 

24 

Roadsters ’98 

UK 

TBC 

Rush 2: Extreme Racing 

UK 

TBC 

Rush 2: Extreme Racing 

US 

18 

SCARS 

UK 

06 

SCARS 

US 

17 

Sim City 64 

UK 

TBC 

Space Station: Silicon Valley 

UK 

TBC 

Starshot 

UK 

13 

Superman 

UK . 

TBC 

Superman: The Animated Series 

US 

17 



Survivor: Day 1 

US 

20 

Tonic Trouble 

UK 

13 

Tonic Trouble v 

jap 

TBC 

Top Gear Overdrive 

US 

17 

Turok 2: Seeds Of Evil 

US 

TBC 

Twisted Edge Snowboarding 

US 

11 

V-Pool 64 . 

US 

24 

V-Rally64 

UK 

27 

V-Rally 64 " 

US 

06 

WCW Vs NWO Revenge 

UK 

27 

Wipeout 64 . 

US 

16 

XG 2 

UK 

30 

Zelda: Ocarina of Time . . 

US . 

24 

Zelda: Ocarina of Time 'v 

jap 

14 

PECEMBER '98 

Airboardin’ USA 

US 

01 

Bokujou Monogatari ; 

jap 

TBC 

Bust-A-Move 3 

US . 

20 

Chameleon Twist 2 

US ■ 

TBC 

Doraemon 2 - 

jap 

TBC 

Earthworm jim 3D 

US 

16 

FIFA’99 

US 

09 

Fighting Force . 

US 

17 

Holy Magic Century 

UK 

TBC 

NBA Jam’99 . 

UK 

31 

Penny Racers ' 

US 

04 

Quake 2 

US 

09 

Rakuga Kids : 

UK 

Dec 

Rat Attack 

US 

20 

Roadsters ’98 

US 

20 

Shadowgate 64 

US 

16 

Shadowgate 64 

jap 

TBC 

South Park 

UK 

TBC 

South Park 

US 

02 

Star Wars: Rogue Squadron 

UK 

TBC 

Star Wars: Rogue Squadron 

US 

08 

Tonic Trouble 

US 

16 

TopGearRaUy2 

UK 

31 

Turok 2: Seeds Of Evil 

UK 

TBC 

Wipeout 64 ^ 

UK 

31 

Zelda: Ocarina Of Time 

UK 

11 

1999 

4x4 Mud Monsters 

US 

jan 

All-Star Baseball 2000 

US 

Apr 

All-Star Tennis ’99 

US 

Mar 

Battle Tanx 

US 

jan 

Caesar’s Palace 

US 

jan 

Castlevania 64 

UK 

Mar 

Castlevania 64 

US 

jan 



Duke Nukem: Zero Hour 

UK 

Mar 

Fi Pole Position 2 

US 

jan 

FIFA’99 

UK 

Mar 

FIFA’99 

US 

Mar 

Hybrid Heaven 

UK 

Mar 

Hybrid Heaven 

US 

Mar 

Hype:The Time Quest 

US 

jan 

In-Fisherman Bass Hunter 64 

US 

jan 

ODT 

US 

Feb 

Penny Racers 

UK 

Jan 

Penny Racers 

US 

jan 

Quake 2 

US 

jan 

Rally Racing 

US 

jan 

Rayman 2 

US 

Mar 

Rugrats 

US 

jan 

Survivor: Day 1 

US 

jan 

Twelve Tales: Conker 64 

US 

jan 

Vigilante 8 

US 

Mar 

NO CONFIRMED RELEASE DATE 

Castlevania 64 

jap 

TBC 

Duke Nukem: Zero Hour 

UK 

TBC 

jet Force Gemini 

UK 

TBC 

jungle Emperor Leo 

jap 

TBC 

Looney Tunes: Space Race 

US 

TBC 

Mother 3 

jap 

TBC 

Nuclear Strike 

UK 

TBC 

ODT 

UK 

TBC 

ODT 

US 

TBC 

Perfect Dark 

UK 

TBC 

Rev Limit 

UK 

TBC 

Road Rash 64 

UK 

TBC 

Survivor: Day 1 

UK 

TBC 

Top Gear Overdrive 

UK 

TBC 

Twelve Tales: Conker 64 

UK 

TBC 

Twisted Edge Snowboarding 

UK 

TBC 

Vigilante 8 

UK 

TBC 

Wetrix 2 

UK 

TBC 

Wipeout 64 

UK 

TBC 



































THE MONSTER AWAKENS NOVEMBER 1998 


GAMEBCff >i«laim 

TUROK 2; SEEDS OF EVIL©1998 Acclaim Entertainment, Inc. All rights reserved. TUROK. ® & © 1998, GBPC, a subsidiary of Golden Books Family Entertainment. All rights reserved. All other characters herein and tfie oistinct 
likenesses thereof are trademarks of Acclaim Comics Inc. All rights reserved. Acclaim is a division of Acclaim Entertainment, Inc. TM. ® & © 1998 Acclaim Entertainment. 

Nintendo 64, Gameboy and the 3D "N" logo are trademarks of Nintendo of America Inc. © 1997 Nintendo of America Inc. 












When I’m 64 
64 Magazine 
Paragon Publishing 
Paragon House, St Peter’s Road 
Bournemouth, BHi 2JS 

By email: 

64mag@paragon.co.uk 

Letters almost certainly will be edited for length 
and other reasons. All letters are read, but 
personal correspondence will not be entered into, 
even if you include an SAE, so don’t! 


STAR PRIZE 


The star letter each 
issue wins all this 
N64 stuff! What 
more incentive do 
you need? 


VRF-l Steering 
Wheel 

SFXV 3 Universal 
Adaptor 

N 64 JOYPAD 

8 Meg, 1 Meg and 
256 K Memory 
Cards 

1 Meg Jolt Pak 

SCART,S-Video and 
Extender Cables 


A Mission: Impossible: disappointing. 

screenshots with little bits of text telling you 
what was going on, but nothing was said about 
whether the game was any good or not until a 
tiny little box right at the end said that M:l was a 
bit of a disappointment. Your hilariously scathing 
review of M:l made it clear from the very first 
sentence that M:l was no good. 

It’s not just reviews, your magazine has the 
best news, previews, everything. I do have one 
gripe, however, and that’s with Cheat Central. Do 
you actually sit down with the games and try the 
cheats for yourselves before printing them in the 
magazine? How are you supposed to enter 
‘NOCLiP’ as a password in Quake when there are 
no vowels on the password screen? You also said 
that if you defeat any of the secret characters in 
Forsaken then you can play as them, well 1 have 
defeated all eight of them in the one-player 


a bloody good, informative games 
programme. 

There are loads of decent games 
magazines out there with people 
behind them who all know what 
they are talking about, so surely 
someone could attempt it. It’s a 
potentially huge project - I mean, what 
kids don’t like videogames? 

So come on, someone, take that step. Go for 
it. Paragon, take a chance, step into the world 
of television. You know your stuff, give the 
people what they want! 

James Winn, Chelmsford 


Tailing star 

Dear 64 Magazine, 

I hate people saying in their letters how ace or 
mint your magazine is. Your mag is very good, 
but people try to suck up to get their letter printed 
- and it works! In issue 11 in the Memory Card 
Losers section, one person said “please print my 
letter in your Star Letter slot”. I thought cheeky 
or what, and you must have too, but you still 
printed his letter. I am also writing about the 
Star Letter in issue 19. Andy Taylor, who wrote 
the letter, basically said that he didn’t like the new 
look of your mag and that it was falling down to 
the standards of other mags. For this, you gave 
him £170 of N64 kit! I’m sure you get thousands of 
letters, and I thought that the Star Prize could have 
gone to a letter more deserving than his. 

Michael Smith, Stafford 


Yeah, it’s funny the way the Star Letter works, 
isn’t it? It’s almost as if it were decided 
completely on a whim. But of course, hours of 
painstaking thought go into its selection. Really. 


Cheats Chunder 

Dear 64 Magazine, 

I regularly read all of the N64 magazines and 
yours is clearly the best. No other magazine has 
the same mix of quality and laugh-ouMoud 
humour, and your reviews always clearly spell out 
whether a game is worth forking out for, more so 
than any other magazine. 

A case in point is Mission: Impossible, The 
official magazine had seven pages of 


Telly Saddicts 

Dear 64 Magazine, 

I have been a gamesplayer since the age of the 
Spectrum and the dawn of the Amiga, and I 
have seen consoles come and go along with 
the magazines that support them. But I have 
never seen a decent, professionally produced 
games programme on TV to date! 

The main reason for this is because the 
games industry is just not taken seriously - 
people think that videogames are for sad 
bastards with no social life. This is just not the 
case - with newer, more realistic games for 
older players and the birth of Goldeneye, 
gaming has never been more social. 

So why the lack of a decent games 
programme? Take Gamesmaster. For a start, it 
was not interesting enough - I mean, who 
wants to watch other people play games? I 
certainly don’t! Next came Bod Influence, a 
group of children reviewing games and 
presenters who were overacting adults, who 
thought they knew what they were talking 
about. Both useless attempts at what could be 


To date, TV coverage of games has been done 
in one of two ways. Option 1: noisy wackiness 
with annoying presenters and games 
‘reviewed’ in a soundbite (Gamesmaster, 
Games World, Bad Influence), Option 2: young 
children called upon to ‘review’ games in a 
soundbite, because everyone knows 
videogames are for kids (The Net), Both 
options suck. 

Until TV producers realise that not all 
gamers are shrieking delinquents with 
miniscule attention spans, things are unlikely 
to change. Who knows though, maybe 
someone, somewhere, is developing Game *98 
or Top Game,,, 
























game, yet 1 can’t select them in any of the game 
modes. While I expect no better from some of the 
other magazines, I really don’t expect your 
magazine to print bogus cheats. This really is the 
only letdown in the best N64 mag on the market. 
Michael Williams, Cardiff 

We test out cheats before printing them 
whenever possible - sometimes, though, we 
don’t have a copy of the game available before 
we go to press and have to take things on faith. 
And then we get caught out by duffers. Doh! If 
there’s actually a picture of a cheat in action, you 
can be sure it works. And yes, that includes the 
extra characters cheat for Goldeneye, 


'Banbridge Bloke 
Thinlane'sBard 

Dear Andy, 

I am not sure if it was you who wrote the intro to 
your column Ask Andy in issue 18, but whoever it 
was is an idiot. It clearly says you know what’s 
what, ask and you will deliver. Well, I will ask the 
question that has every N64 owner baffled and I 
guarantee you won’t be able to answer. So 
without further stalling, “how do you access the 
secrets in Banjo-KazooieV 
Ryan O’Reilley, Banbridge 

You think I’m an idiot, huh, fart-face? Huh? Huh? 
Well kiss, as they say, my ass. To access the 
secrets in Banjo-Kazooie, you need to... buy 
Banjo-Tooie next year. Ha! 

Silver Screen 

Dear 64 Magazine, 

I would like to know how you get such brilliant 
screenshots, as I took photographs of my 
achievements in Goldeneye using a Polaroid 
camera. However, they turned out crap! My 
photos all showed a blank TV screen even when I 
changed the amount of light in the room. How 
can I get better screenshots in the future so I can 
send you my fastest times? 

The Incredible No-Name Man, Glasgow 

If you want to take photos of your TV screen, you 
need to make sure that the camera’s flash is 
turned off. Being able to adjust the exposure to 
longer than 1/50 of a second helps ensure a 
useable picture. 

Confessions Of 
Jl Oame Lamer 

Dear 64 Magazine, 

I write to you in despair, because I feel that I am 
appallingly bad at all computer games. Now I 
know your letters page is not designed to be an 
agony aunt section for people with ‘emotional 
problems’, but I would like to know if you believe 
some people are simply no good at games, like 
some people are tone deaf or can’t spell. Having 
never completed a game in my life in any shape 
or form (the nearest I’ve come being the last level 
of Sonic The Hedgehog on the Game Gear - no, 
don’t laugh!) I believe this could be true, or 
maybe it’s just me. 


Take GoldeneyOy for example, which I play a lot 
with my friends. I know the multiplayer levels like 
the back of my hand, but I always lose. Maybe 
the computer is against me! 

I’m sure there are other people out there who 
are just as bad as me. Maybe, as well as the 
ScoreZone, you could also have the Not So Good 
Zone. If a person sent a video showing how bad 
they were, as long as they looked like they were 
generally bad then their score would be 
registered. You never know, you could also do a 
new agony page for moaners like me! 

Steven Lloyd, Cowfold 

PS: Do you believe that Twisted Edge 
Snowboarding is or will be better than 1080° 
Snowboarding? 

Some people are naturally better than others at 
games, which is very annoying if you’re playing 
Goldeneye against them. A good rule of thumb is 
that the squarer you are, the worse you will be at 
videogames. High court judges. Conservative 
politicians, slipper wearers and people who 
complain about all the sex and swearing on 
television probably wouldn’t even be able to 
deal with Tetris, If you’re none of these, there’s 
still hope for you. Keep practising! 

Based on what I’ve seen so far. Twisted Edge 
will probably not be better than 1080®. It looks 
good, but the controls didn’t have the fantastic 
feel of Nintendo’s game. 



L Twisted Edge: cooler 
than 1080®? 


It% Bim Again! 

Dear 64 Magazine, 

I am writing to ask how you can justify slagging 
off people who take the trouble to write in to 
your magazine asking genuine questions, or < 
have concerns about what is happening in the 
world of N64 .1 can’t believe you have the nerve 
to do this to people who fork out £3.95 to read 
your magazine. 

Chris Edwards, Hexham 

PS: What has happened to Memory Card Losers? 
It was always very funny. 

Does not compute! Does not compute! (Head 
explodes) 

For anyone foolish enough to miss last issue, 
Chris asked a Banjo-Kazooie question and got 
one of our patented smart-arse answers. But 
he’s now found the cauldron, so everything’s 
okay again. 



The man with a bombsite for a desk answers 
your questions. Those that he can be bothered 
to deal with, anyway. It’s been a tough month. 

Dear Andy, 

1 :1 bought Mission: Impossible. I tried out the cheats that you 
published and they didn’t work. Do you have any suggestions? 

2: If the 64DD comes out, would it be worth buying it? 

3: Have you heard of any new exciting adventure games coming out 
with some blood and gore? 

4: Is there any confirmed date that Win Back will be released? 

5: Is Gex actually worth buying? It looks like it is just a copy of 
Banjo-Kazooie. 

6: The Sony PlayStation is pathetic. Sony are trying to keep up with 
the N64 with the double-joystick controller. They are making more 
and more really sad games, and nobody buys them.Why are they 
doing this? o 

Guy Mannerings, e-mail 

1: Exchange the game for something better? But seriously, the 
cheats should work - they did for us! Keep trying. 

2: It depends entirely on the games, but Nintendo have yet to 
release a console without some good titles to go with it. Well, 
apart from the Virtual Boy. 

3: Shadowman should do you just fine next year. 

4: No firm date has been set at the moment - all we know is that 
it’ll be sometime next year. 

5: Given a choice between the two, I’d go for Banjo every time. 

6: Because it makes them lots and lots of MONEY! 

Dear Andy, ^ 

1: In 64sight (issue i8) you featured Quake 2. 1 was just wondering if 
those were actually N64 shots or PC Q2 shots? The one with the 
headless guy appears exactly the same as the one on the box of 
Q2 for the PC. 

2: Are there any plans for Unreal to appear on the N64? It is a great 
game for the PC and I’d like to see it happen. 

3: Thirdly, and probably the most important of all, is Lara Croft ever 
going to grace the screens of N64 owners? I want her and her 
peaks to join us! ^ 

Joe Utichi, Jersey 

1: They came on a disk from Activision, in a folder labeled ‘N64’, so 
that settled it for us... 

2: Not at the moment. 

3: Sadly, no - Ms Croft is in bed with Sony until the year 2000. 

Dear Andy, 

1: Where can I get a copy of The Complete A-Z Of 64 Games Volume 1? 

2:1 have noticed at least twice that instead of text, “asdf asdfasdf” 
is written at certain points in the mag. One example of this is in 
the top-left corner of page 8 in issue 17. What is this? 

3: Is NTSC a Japanese or American N64? 

Glyn Pritchard, Gwynedd 

O 

1: Bung £4.95 (includes postage) to our subscriptions department 
with a letter asking for a copy. The address is on page 89. 

2: It’s a secret code that we use to pass on messages to the CIA. If 
you wear special prismatic glasses, the text Is descrambled. 

3: Both, o 



64orum is a new section where we ask the burning | 
questions of the day, and invite you, the readers, 
to answer them! To kick things off, what are your 
opinions on the following questions? Let us . 

1 know, and we’ll print the best responses! 

1: Should Nintendo scrap the 64DD altogether and 
concentrate all their efforts on cartridges? ^ 

2: Are videogames now socially acceptable, or does 
joe Public still think they’re just for kids? 

3: And finally, should 64 Magazine reinstate the 
Memory Card Losers section of the letters page? 
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W ell, the release date of Turok 2 may have been put back to 

December... but that’s good news for 15 lucky 64 Magazine readers, 
because they’ll be getting copies of the game crashing through their 
^letterboxes as soon as it reaches the nation’s shelves! 

Acclaim has got 15 copies of Turok 2: Seeds Of Evil to splash about like a 
particularly good aftershave, and one of them might just be splashing onto you! 
If you get your competition entry in sharpish, you might even be able to play 
the game before it goes on sale. Acclaim’s postman permitting. Not bad, eh? 

So, you’re probably wondering just how you go about benefitting from 
Acclaim’s largesse. How do you get your eager hands on those heavy, stylishly 
black, dinosaur-filled cartridges? How? How?\Ne\U it’s a doddle. 

No, really. It’s easy. All you have to do is answer a few dead simple questions, 
bang ’em over to us, and if your entry is one of the 15 plucked from the office 
barrel of Spam, the job’s a good ’un. Told you it was a doddle. 













Got the answers? No? Well, read this issue ^ 
properly and try again. Go on, now. Got them? 
Yeah? Cool. 

All you have to do now is put your answers on 
a postcard, and send them to Turok 2 Compo, 

64 Magazine, Paragon Publishing, Paragon 
Hose, St Peter*s Rood, Bournemouth BHi 2JS. 
Better get a move on, though - if your entry 
doesn’t reach us before November 30, it’ll be 
fed to the raptors! 


Which Acclaim game is described in this issue’s Nindex as 
having ‘brain-melting music’? 

Which weapon from Turok 2 drills out its target’s brains? 

In Turok 2’s Frag Tag multiplayer game, the player who is 
‘it’ turns into an animal. But what Kind of animal? 
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but worth 


■ ^What madness is this? Another 
Turok 2 preview? Shouldn’t 
we be reviewing it by now? 

Well, that would have been nice, but 
unfortunately the game still isn’t 
finished! By the time this issue is on the 
shelves, the final version of Turok 2 
should hopefully have been completed, 
so we will - fingers crossed, wood 


touched, magpies saluted and so on - 
have the first real review of the 100% 
complete game next issue. 

The delays in finishing off the game, 
especially the multiplayer side of things, 
have sadly meant that Turok 2’s release 
date has been put back until December. 
On the other hand, the version of the 
game we’re previewing this issue is a 
massive improvement on the one we 
had last issue, even with only playable 
four levels out of six, and we’re 
expecting the completed game to be 
even more awesome! 

Changes since the last version of the 
game include a more stable hi-res 
mode, which is why these pages are 
liberally splattered with super-sharp 
pictures that show off just why you 
should set a few quid aside for an 
Expansion Pak, a full-on deathmatch 
game that is so fantastic it might turn 
out to be even better than Goldeneye, 


A Ecosystems at arork! Some of the creatuies in 
Ti/mk 2 have as many probiems with other 
monsters as with you. 


Turok 2: Seeds Of Evil isn’t just a fantastic action game, it’s also a great aid to slimming. Here 
we see a Blind One losing several stones in half a second flat! 



1 'Publisher: 

Acclaim 

1 Peveioper: 

Iguana 

1 PeleasePute: 

December 

















frankly, want to kill their friends. And small animals, 

BLOOD LUST I — 

Good, old-fashioned head-to- I 

head action in the traditional v 9|tI '' 

deathmatch stylee. The aim is f 

simply to kill or be killed, I ^ 

preferably the former! The 

compact arenas mean that 

you’re rarely more than a few 


A It doesn’t matter how big the bad guys are, they all fall 
over dead If blasted for long enough with your 
Firestorm Cannon! 


A Primagen’s genetic factories churn out an endless 
supply of biomechanical monsters with only one goal - 
to klllTurok! 


A Completely glbbed! Enemies in this new version don’t 
just bleed, they even have polygonal flesh gobbets 
when they explode. 


sWWvU 


the wait! 


cool new graphics for the weapon 
selector, even crazier laser ricochets for 
the Shredder, the apparent 
replacement of the Tranquiliser Gun 
with the Harpoon Gun and Torpedo 
Launcher for underwater battles (yes, 
underwater) and a whole load of 
stunning new enemies, several of which 
are being shown here for the first time 
anywhere. The Nuke now works as well. 
What does it do? Without wanting to 
spoil the surprise, let’s just say that 
anything hit by it could be used on the 
barbeque afterwards... 

There’s still more to come. 

Developers Iguana have something 
special in mind for the multiplayer 


A Mantid eggs. They come in different sizes, 
like Russian dolls, and the largest ones hold 
a nasty surprise when shot... 

game, something which, as yet, they’re 
still keeping secret. Not even Acclaim 
know what it is yet, but they’ve been 
promised something that will 
“revolutionise multiplayer gaming”. We 
can’t wait! 


'Multetle TtmkKS 

There are three different multiplayer games in Turok 2, At 
the moment, co-operative play is the last thing on anybody’s 
mind - Turok 2*s designers know full well that people. 


A See the monkey run! See the other three players gang up and ruthlessly execute him! Good job we 
had the October 10 version of the game, or we wouldn’t have seen the hilarious Frag Tag game. 


seconds away from running into somebody, and the presence 
of underwater sections and multiple levels make Turok 2’s 
deathmatches more like PC Quake 2 than Goldeneye. Turok 2 
could well be the game that usurps Goldeneye*s long¬ 
standing title of best multiplayer game ever! 

FRA6 TAC 

the first Turok game? 

Annoying little sod, wasn’t 

it? Now it’s time to make the fcjj. ■ 

simian sucker pay! 

One 

random, is the monkey, 

armed only with an irritating screech (in other words, 
nothing). The objective for the monkey is to reach a safe area 
marked by a teleport. The objective for the other players is to 
hunt down the monkey and kill it. Repeatedly. If the monkey 
reaches the safe area, then another player is turned into the 
monkey, and then becomes the target. The winner is the 
person who ‘tags’ (in other words, brutally kills) the monkey 
the most. _ 

TEAM BLOOD 

Are you red-blooded or blue- 
blooded? That’s the choice 
you make in Team Blood - up 
to four people can play, 
dividing into red or blue 
teams. The characters are 
colour-coded on screen so you can spot your team-mates 
instantly. It’s like playing Quasar. But with assault rifles. 
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The deathmatch arenas aren’t just limited 
to boring grey stone walls - there are nine 
different texture options. If you want, you 
can change the textures from normal, to 
brown, to wood, to... well, see for yourself! 




Wornier 

IVaiis 


SpankThe 

Jk^nkeyl 

Frag Tag is just so entertainin: 
^ astonishing that Acclaim has 


k Frag Tag is just so entertaining, it’s 
* astonishing that Acclaim has kept it a 
secret until now. It’s right up there with 
I a round of Get Coltrane on GoldeneyeX 
Here we see three sadists cornering the 
helpless monkey... 


Cerebral Bore... lock and launch! 


Eeeek. Begging won’t help you now! 


MeanArenm 


TI don’t see two guys with big swords. I see two complete jerks 
who are about to die! 


▲ There is an Energy 
Totem on each world - 
Turok has to defend it 
from destruction by 
Primagen’s allies. 


There are 13 deathmatch arenas in Turok 2. Unlike 
Goldeneye, which mainly used modified versions of 
the one-player levels, Turok 2's arenas are custom- 
built, small and packed with opportunities for 
sneaking up on opponents and smacking them in 
the back of the skull with a Cerebral Bore. 

Deathmatch games also get a few extra weapons 
that don’t appear in the one-player game, like the 
Assault Rifle and Crossbow. 

The lucky 13 are called Experimentata, Moonlit 
Mayhem, Close Quartered, Vulcan’s Forge, ^ Endangered Species 

Teleportastic, Mirrororrim, Fish In A Barrel, H 2 

Whoa!, Escheria, Mosh Crypt, Squares Cubed, Crazy Eight and Bullseye. There’s even a random 
option, so you won’t know what to expect until you arrive in the arena. 

Since we had a version of Turok 2 with a level select option, we also found three other arenas 
hidden in the game - Endangered Species, Madhouse and an unnamed level. Will they be in the final 
game? We’ll have to wait and seel 



t 

H 




'Sk' ■' 


- * 


100 



A Madhouse ^ Unnamed - secret level! 


r foo 





















That’s a lot of brain matter! “This monkey’s gone to heaven...’’ 


PRIMA<iEN! 

This is the ultimate bad guy, the cause of all the trouble in the world. 
Primagen is huge, and rock hard into the bargain. It’ll take you a long time 
to reach him - and even longer to kill him! 


SEEDS 


OF 


TUROK 


EVIL 


'BeasUy'B^Knriow 


Turok 2 boasts a whole bestiary of utterly hostile enemies. These are just a 
few of the new ones, and there are still plenty more to come! 

BLIHD ONE 

The Blind Ones may not see too well, but 
they can hear your heartbeat from 
miles away. Deafen them with 
your gun! 


OIANT WA$P$ 

Infesting the Death Marshes, 
these insects are more 
annoying than dangerous, just 
swat them aside. 


SILLY COMEDY 
ENEMY 

Okay, so these things are more 
likely to produce laughter than 
terror. But they flob nasty acid 
spit at you, so keep your 
mouth shut. 


A The regular enemies are often on 
the huge side, but bosses can be 
massive! 


A Sometimes, it is actually possible to 
have too much detail! Damn you, hi¬ 
res mode! 


SAND SNAKE 

There you are, just walking 
along peacefully when bam! 
This monster pops up and 
starts giving you a tongue 
lashing. 


SPIDERS 

When you least expect it, 
dozens of these hairy horrors 
emerge from holes in the rocks 
and start biting you. Get 
stamping! 


AIANT SPIDER 

And you thought the little 
ones were bad! Pop a few dozen 
rounds into its octuple eyes and 
its webbing days are over. 


MANTIDS 

Invade their Hive, and you’ll 
quickly be met by the Mantids - 
man-sized insects with brains 
and heavy weapons! 


BRUNDLEFLY 

The Hive of the Mantids is 
infested with these fast-moving 
leftovers from The Fly. You need 
to be quick to pick them off. 


FLYINA 
MANTID 

Evolution obviously passed these 
guys by in the wing 
department, so to make up for 
it they’ve started using 
jetpacks! 


STUPID WHEEL 
THIN4 


Like an anime refugee 
crossed with 20ooAD's Ro- 
jaws, this biodroid has a 
wheel and looks stupid. Hence 
the name. 


AIANT 
MAAAOTS 

Fans of Doctor Who will recognise these slimy 
nightmares, which ooze up to you and start 
ripping at your flesh! 


BIODROID 

Mass-produced in factories, 
these cyborgs are everywhere 
in Primagen’s ship, and are as 
tough as they are ugly! 
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A The kids are shown in all their shiny new 3-D glory. 
Cartman, as you might expect, is a bit more 3-D 
than anyone else. 


A In the one-player adventure, you get to choose which of 
the gang to play as. The much under-rated Kyle is 
probably going to be last choice. 


A At the moment, all the players have got Kyle’s arms, 
but South Park purists can be sure everyone’s gloves 
will be the right colour in the end! 


tCartoons - and 
games - kickas^ 


SOUTH PARK 


Hubhsher: 
'Developer: 
Delease Date: 


Acclaim 

Iguana 


A The Visitois ate here, and theyYe up to their old cow-mutllatlng tricks 
Shoot them down before any more cows are turned Inside out! 


s America is made an 
international laughing stock by 
J^^Bthe cigar-related antics of its 
President and fish-lipped Monica the 
human humidor, it must come as a great 
relief to its citizens that the country is 
still very good at producing things that 
are supposed to be laughed at. South 
Park is the best recent example, being a 
show that everybody, the odd managing 
editor aside, loves. 

South Park, the game, comes from 
Iguana, Texas-based creators of Turok. 

The game engine is actually based on that 
of Turok 2 - if making a game based on 
cardboard cutouts using an advanced 3-D 
engine sounds weird, you needn’t worry. 
Had South Park creators Matt Stone and 


A Kenny tries to climb a ladder to escape his 
friends’ murderous attacks, a hint of South 
Park's Turok-based origins. 

Trey Parker had the dosh to animate the 
series on Silicon Graphics computers, 
this is what it would have looked like! 

South Park has a multiplayer game 
that could turn out to be even more 
popular than Goldeneye (more about 
that later) but it’s also got a one-player 
game. As usual. South Park is being 
menaced - this time, the culprit is a 
comet on collision course with 
Colorado’s crummiest city. The comet’s 


South Park © 1998 Comedy Central 






























PARK 


► SOUTti 
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k Collectible weapons add to the fun. Bar 


edpuild duu lu Liic lull, uoi 

has a dart gun, which is probably bette 
trusting him with a real gun! 


A “I’m not fat... I’m festively plump.’’ If that’s 
true, then how come Cartman is twice as 
inviting a target as anyone else? 


impending arrival has prompted the 
local turkeys to revolt, Braveheart- 
fashion, Skuzzlebutt-the local monster 
with celery for a hand and Patrick Duffy 
for a leg - is on the rampage, robots are 
running riot and aliens have kidnapped 
Cartman’s mother, who’ll probably enjoy 
their probing no end. just another 
ordinary day! There are six ‘episodes’ in 
the one-player game, and you can take 
the role of Stan, Kyle, Cartman or poor 
doomed Kenny to complete the 
adventure and save the town. 

It’s the multiplayer game that’s got 
everybody excited, though. Sure, we all 
like to be james Bond (or Xenia, if that 
turns you on) from time to time, but the 
prospect of smacking Cartman on the 


► The leader of the 
mutant turkeys is this 
Braveheart type, who 
isn’t planning to end 
up as anyone’s 
Thanksgiving dinner. 


▼ Kenny and Cartman 
battle it out face-to- 
face, oblivious to 
Kyle and Stan 
sneaking up on them. 


► Fuel for junior 
South Parkians! 
Grab the Cheesy 
Poofs and regain 
any lost energy. 


side of his fat head with a snowball and 
hearing a shriek of “You son of a bitch!” 
in response sounds even better! 

The characters in the deathmatch 
game should be familiar to all South 
Park\es, with Chef, Big Gay Al, Mr 
Garrison and Mr Hat, Uncle jimbo and 
more popping up to torment each other. 
As well as the basic snowballs - South 
Park being perpetually shrouded in 
Rocky Mountain snow - weapons 
include eggs fired from the backside of a 
terrified chicken, sucker dart guns, fart 
dolls, cow launchers (that shoot a whole 
cow onto a target, burying them down to 
their ankles inside its rectum) and (ecch) 
Mr Hankey the Christmas Poo. 

With hundreds of new South Park 
soundbites included in the game, fans of 
the series will be in heaven, and the 
undecided can discover whether they’re 
going to crack up or throw up. Acclaim 
intend to have South Park on sale for 
Christmas - let’s hope they do! 

Wow... we just got through two whole 
pages of South Park without saying 
“Oh my god! They killed Kenny!” 
Whatever next? 


A “This is the four-player game, mmkay? I’m 
not condoning child violence but you’ve got 
to boot the small boy, mmkay?’’ 


A Snowballs are the default weapons. Stick 
them down your pants and they come out 
rock-hard... and yellow! 


A Fortunately, we should be spared Kenny’s 
explosive diarrhoea attack. Or maybe that 
should be ’hopefully’! 
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RAT ATTACK 




“'Eraticate’ rodents in mad cat combat! 


^^RAT ATTACK ^ 

l^ubHsherz 

Mindscape 

'De^etoper: 

Pure 

Helease Dciter 

Early 1999 


long time ago, in a galaxy far, 
far away... hang on, wrong 
intro. A long time ago, there 
was an arcade game called Qix. The 
object of the game was to guide a small 
blob round a black screen, drawing a 
line to make a square and thus turn 
everything inside it a specific colour 
whilst avoiding the pursuing Qix. 

Simple but fun. 

Now, many years on, a new game 
emerges. In Rat Attack the craft has 
become a cartoon cat, the black screen 
has become a furniture-filled room, 
instead of drawing a line you stretch a 


square and the Qix is replaced by a 
whole bunch of cartoon rats. Not quite 
so simple, but just as fun! 

The storyline to the game is that that 
you’re a cat in charge of guarding a room 
against marauding rats. The rats emerge 
from holes in the wall and proceed to 
set about destroying all the furniture 
they can get their stinky little mitts on. 

To stop them, you need to drag your 
‘eraticator’ (that’s the stretchy square 
thing) around the rats to trap them, then 
haul ass to a Ghostbusters-styie holding 
device which you must then jump on to 
‘eraticate’ them for good. 


T On this level, the 
television near the 
centre of the room 
shows a miniature 
version of the action. 


One 


of the hazards ir 
sleeping bulldog 


the 


game 


safe 


You 


until 


the 


him 


rats 


wake 


A In the multiplayer 
game, it’s possible to 
capture competitors’ 
rats, thus hindering 
their rat total. 
































This is one of the Haunted House levels. The large figure near the top of the 
screen is a vampire rat, one of the mutants you need to watch for. 


A You can store as few or as many rats as you like in the destructor. The more rats you destroy 
together, the more points you get, however if you’re struck with rats still in it they all get out. 


ATTACK 


RAT 


miEI 


O 


A On this level the fiery area in the centre of the 
floor is hazardous to your health. This makes 
it a lot more tricky to round up the rodents. 


players to trash the joint. What this 
comes down to is a frenetic, fast-paced 
action game with every player trying to 
outwit the others within a tightly 
confiend area. The result could only be 
described as ‘chaotic’, and promises to 
be incredibly addictive. A game for cat- 
lovers and rat-haters alike! Oh, and 
there’s a dog in it somewhere too... 


The mice m the 
multiplayer game are 
colour-coded to match 
the cats’ eraticators. 


▼ Some of the leveU in 
the game are set 
outside, and these are 
susceptible to weather 


A When you’ve trapped some rats with your 
eraticator, you need to run over the destructor 
button to finish them off once and for all. 

The game offers a choice of a number 
of different cats with differing abilities. 
Some of them are particularly fast, but 
to balance that they only have small 
eraticators (and we all know how 
embarrassing that can be). Other cats 
are slower but have large eraticators 
and so can trap rats over larger area. 

Initially the rooms you must protect 
are situated in a house, so you can 
expect to find the usual sort of 


A The circle on the floor is a rat duplicator. 
When rats run over this, they clone 
themselves, causing players double trouble! 


household items - chairs, baths, 
televisions, lava lamps and the like, but 
as you progress through the levels, 
which include a factory, a funhouse, a 
haunted house and a museum, your 
surroundings and the furniture you must 
protect become a lot more unusual. 

At first the only rats you have to deal 
with are ordinary ones. However, things 
soon change as you encounter mutant 
rats who can transform into hideous 
super-powered rodents that rapidly 
destroy the furniture you’re protecting. 
These rats are themed to the level, so 
you get a vampire rat on the haunted 
house level, and a ‘brain’ rat on the 
factory level who can destroy furniture 
with just the power of his mind (eat your 
heart out Uri Geller!) 

Where Rat Attack is likely to really 
come into its own, though, is in 
multiplayer mode. Up to four players 
take control of a cat each, the objective 
being to be the first to capture a set 
number of colour-coded rats while 
encouraging the rats of the other 
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^ Virtual Pool 64 attows piayers to get rigfit down onto the tahie to 
fudge the best possible angte for a shot 



Wverybortyget 
remfyto hustle! 


Ifirtual 


P ool. Paul Newman In 

The Hustler. Tom Cruise 
In The Color Of Money. 

Sport of giants. 

Okay, so in reality pool Is more 
like Fat Harry and Reg Combover 
down the boozer than Hollywood 
superstars playing for the highest 
stakes Imaginable. But It’s good to 
dream, Isn’t It? And with Interplay’s 
Virtual Pool 64, you can at least pretend 
to sing Werewolves Of London while 


▲ If you need a little help, you can see the trajectory the balls will take in the shot That’s quite a 
jump the cueball will be making! 



-- 

VIRTUAL 
POOL 64 

1 

1 'Publisher: Interplay I 

1 PeleasePate: December’98 | 


164 


twirling your cue without running the 
risk of flicking a bag of pork scratchings 
Into somebody’s face or being barred. 

Virtual Pool 64 has everything you 
need for an evening’s ball/pocket 
interfacing bar the bloke standing 
behind you muttering “Ooh, you won’t 
make it from that angle, mate.” There are 
nine different versions of the game to try. 
Including nine and eight ball variants, 
and different rules ranging from 
American Bar to English Pub. All that’s 
missing Is somebody putting a stack of 
20 pence pieces down on the edge of 
table in the middle of your game. 

Virtual Pool 64 boasts that It has, to 
quote the press release, the “most 
accurate physics model ever created for 
a sports game,” and who are we to 


argue? The action of the balls certainly 
looks realistic enough, and It’s easily 
one of the best-looking pool simulations 
ever done, with real-time lighting effects 
on the balls as they move around the 
table, and even pool hall backgrounds 
behind the table itself. Very nice! 

The controls make full use of the 
N64 ’s analogue stick, so there’s no more 
of the “left a bit, right a bit” digital 
tomfoolery of previous pool games. Now 
you can line up the shot and make the 
pot with all the slickness of a stick of 
butter on a bald man’s head. 

Naturally, budding pool sharks can 
take on their mates at the game, and 
keep track of in-game statistics so that 
they can wave their success in 
opponents’ faces. Hell, Virtual Pool 64 
has even got Rumble Pak support. Feel 
the gentle snick of cue against ball! 

We’ll be bringing you a full review of 
Virtual Pool 64 next issue. Get the 
pints in! 



◄ Polished wood, low 
lighting... all that’s 
missing is Shine On 
You Crazy Diamond 
on the jukebox! 


j Eight Ban (SQamaa) Rating Gamaa 

i • Quaat IQOB Q 

Guaat IBOn B 

Atfo/Ball In Hand Rotata Vlau Cua An| 1 a 3 


Raplay Rata: I// 


► Making the break in a 
game of eight ball. 
The table can be 
customised to your 
liking for the perfect 
pool game. 
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T op French software house Titus, 
has announced a delay in the 
release of their forthcoming 
race game and potential Top Gear 
Overdrive rival, Roadsters 'pS, pushing 
the title back from November to late 
December. Doh! 


I ROADSTERS '98 


'Publisher: Titus 

Release Dater December ’98 


ROADSTERS 


98 




Poiuisters 'BB 


◄ The island track certainly 
looks very attractive. 

The sort of place you 
might like to go for a 
holiday, perhaps? 


won’t become frustrated with difficult- 
to-control vehicles, there will be the 
option to define the steering parameters 
yourself, presumably similar to the 
different steering set-ups you were 
offered in Top Gear Rally. 

The most interesting of the tracks - at 
least in principle - has to be the city 
track. Titus describe it as featuring the 
“mad rush of downtown city traffic,” 
which suggests a tumultuous crush of 
assorted vehicles, although there are no 
screenshots as yet to illustrate this. It 
will be very interesting indeed to see 
whether the final game lives up to its 
advance propaganda! 




► Fancy getting your self 
on telly? The outside 
broadcast crew has set a 
camera up for the next 
edition of Police Stop! 


Titus slams on the braked 


The game, from the people who 
brought you Automobili Lamborghini, 
offers you the chance to drive 20 different 
convertible roadsters at high speed 
around ten different tracks, including a 
tropical island, a busy city, mountainous 
countryside and a fast-paced racetrack. 

Titus promises that Roadsters ’98 will 
feature ‘realistic special effects’ 
including skid marks, snow and smoke, 
with each track offering players new and 
different challenges. This will doubtless 
be welcomed by gamers who found 
Automobili Lamborghini*s tracks a little 
‘samey’ and dull. 

As with Lamborghini, Roadsters will 
allow up to four players to race 
simultaneously on every track, and an 
instant replay feature will allow you to 
view your driving mistakes in detail and 
thus learn from your errors. Let’s see 
that ag- [enough - Ed] 

Another aspect which Titus have 
taken pains to perfect is the handling of 
each of the cars. To ensure that players 


► So far it appears 
that fogging has 
been kept to a 
minimum, so we 
just have to hope 
that this doesn’t 
affect the speed. 



























































































RACING 


USA 


EXTREME 


RUSH 


Vmettkea loony €mdget€Mway With le 


1tush2 


'Extreme'RacinguSA 


▲ This shot seems to suggest that it’s 
going to be possible to race down in the 
city subway system... 


A ...And sure enough, we find that taxi again, 
this time auditioning for the part of the roof- 
hugging LTD from Men In Black. 


A As you can see from this 
shot, the ludicrously huge 
gravity-defying jumps 
from the first game are 
back - with a vengeance! 


f t had lousy graphics. The cars 
cornered like they were on rails - 
rails that went in a straight line 
with no turns, that is - and had a nasty 
habit of exploding on impact. And yet 
San Francisco Rush turned out to be 
seriously good fun! 

Which is why the sequel, Rush 2: 
Extreme Racing USA is one of the most 
eagerly awaited N64 games of the 
moment! (Okay, okay. After Ze Id a. And 
Turok 2... yes, and Perfect Dark.) 

The new game promises 12 tracks set 
in various well-known cities across the 
US. To take you through these cities you 
have no fewer than 16 immediately 
selectable vehicles, plus five bonus cars. 
In addition, we’re promised a custom car 
option for those who really care about 
how their ride looks. 

Graphically it has to be said that so 
far the game doesn’t look that much 


▼ I can feel a Wizard OfOz- 
type pun coming on. No! 
Mustn’t... ngh... must 
resist... urg... mustn’t 
make pun... phew! 


A Some of the graphics seem to have improved 
since the first game. Check out the cathedral 
on the left of this shot. 


RUSH 2: EXTREME 
RA<IN6 USA 


'Publisher: GT Interactive 

'Developer: Atari Games 

PeleaseDMe: TBC 


different from its predecessor, although 
enhancements are definitely promised in 
the final version. However, the gameplay 
has definitely been improved! 

Rush 2 puts more emphasis on racing 
than the original game, while at the 
same time leaving plenty of room for the 
ridiculously over-the-top jumps and the 
myriad hidden secrets that were 
scattered like hundreds and thousands 
throughout every level of San Francisco 
Rush. Added to this is an ‘enhanced 
physics engine’ which allows far more 
control over the cars than in the first 
game. There are still loads of handbrake 
slides and extravagant fishtailing, but 
it’s now possible to take corners 
properly without having to resort to the 
handbrake every time. Atari claims that 
with a bit of practice and a reasonable 
sprinkling of luck, players will even be 
able to flip the cars up and drive them 
on two wheels - just like in the movies! 

Rush 2 looks set to delight old fans 
and perhaps attract some new ones who 
may have been turned off by the lousy 
handling and lack of real racing in the 
original. Whatever it does though, you 
can be pretty sure it’ll be totally mad! 
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▲ Every character has a special attack which can 
be used once they Ve gained a crayon. Cools 
Roy-s is to trigger a cartoon bull charge! 

kids discover something magical - 
anything they draw with the crayons 
comes to life! And so they set out to 
bring to the world a whole new breed of 
two-dimensional superheroes. 

Now, before you start poo-pooing the 
2-D graphics and cartoonish 
characters, pay attention: this game 
might possibly turn out to be the best 
beat-’em-up on the N64! 

Rakuga Kids goes down the same 
road as Clayfighter- it aims for comedy 
action rather than blood ’n’ guts. Unlike 
Clayfighter, however, it succeeds! All the 
characters have a wide range of 
hilarious attacks, and some suitably 
over-the-top special moves too. 

Most important as always, though, is 
the gameplay. The characters all 
respond extremely well to the controls, 
which consist of three punch buttons, 
three kick buttons, a magic (special 
move) button and a taunt. A lot of care 
has obviously gone into getting this 
right, which is good because it was 
where Clayfighter feW down. 


A C9tkit's special attack consists of bringing In 
two huge robotic speakers and pelting his 
opponent with deadly musical notes. 


RAKUGA KIDS 


m%mm 


Torget^itxyfighter, make 
wity for ^rayonfighterl 


T Marsa has a rather 
electrifying experience 
at the hands of Robot 
CHO! Kids-don’t try 
this at home! 


t first glance, Rakuga Kids 
looks very similar to the 
Estrange PlayStation title. 

Pa Rap pa The Rapper. However, if you 
were one of many that found that 
outlandish PSX musical title a little too 
weird to be fun, don’t let this put you 


▼ When I was at school* I 
used to have friends 
who found reading 
painful* but not quite as 
bad as this! 


□ RAKUGA KIDS 


'Publisher: Konami 

Pelease Date; December ’98 


off. Rakuga Kids is actually a beat-’em- 
up with 2-D graphics and the weirdest 
combatants you’re ever likely to see 
outside of professional wrestling! 

The story goes something like this: a 
group of six children, known collectively 
as ‘The Tinkles Gang’ go exploring some 
old ruins near their village one day (as 
you do) and discover an ancient box 
containing eight crayons. Rather than 
immediately contacting the local museum 
with their earth-shattering evidence that 
ancient man not only had tools, but had 
developed complicated manufacturing 
processes as well, the kids instead all 
take a crayon each and put the others 
somewhere for safe keeping... 

Before you can say ‘what would a kid 
want with one crayon?’ a big bully called 
Val comes along and steals the 
remaining two crayons. It’s then that the 


A Captain Catkit has a bl 2 arra taunt’ move, 
whera he transforms Into a maraca shaking, 
afro and sta^shades clad Seventies dancer! 


A One of the levels has a very nice mirror along 
the back wall. This Is another example of the 
attention to detail that’s gone into the game. 


































































punkisiucT 


T Mamezo has a special 
‘doorway* move, which 
sucks his opponent in 
and then drops a huge 
cartoon bomb on them! 


PLAnkiSiLiCT 


A Even the normal attacks in Rakuga Kids are 
strange! Here Cools Roy attacks Astronots 
with his patented ‘bucking bronco* move. 


Everything in the game reflects the 
amount of attention that has obviously 
been paid to detail. The characters, 
although two-dimensional, are bright, 
very colourful (which is a welcome relief 
in an N64 title) and extremely amusing. 

The backgrounds in the game contrast 
with the cartoon drawings of the 
characters, having been beautifully 
crafted to appear almost photographic in 
quality, and elements like shadows, 
reflections and perspective changes are 
all stylishly handled. 

It would be easy to glance briefly at 
Rakuga Kids and dismiss it as cartoon 
rubbish for young kids, but once you 
play it you realise how much care has 
gone into it, and just how much fun it 
really is. The version we had in the office 
wasn’t quite ready for review, but if the 
finished version is anything like as good 
as the preview one, then Konami are 
onto a winner! 


A The weird chap with a copy of himself 
growing out of his back Is Mamezo. Note the 
shadows on the nicely drawn wall. 


pimkzsiucT 


y As wall as 'Crayon mods', Rakuga Kids also has a 'Skstch* mods, which 
allows you to flght with Unsnliawn charactors. But why? 


PLmktstucr 


A The player characters in Rakuga Kids are 
decidedly weird «in fact, just the kind of 
thing you’d expect young kids to draw! 


A If one of the characters lands a blow on Robot 
CHO, he turns into a garbage can ~ in fact, you 
could say he gets ‘trashed’! 


A The stage select screen is very nice. You 
can choose from a variety of stages, 
each of which is beautifully drawn. 


With a character called Andy and one called Roy in the game, it was 
inevitable that a grudge match would be on the cards. After all, how 
often is a staff writer able to machine-gun his editor and get away 
with it? [Never. The other way round is perfectly legal, though! - Ed] 
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A Although number 14^ attack seemed unstoppable, he 
abruptly stopped and wandered ofFto buy a chocolate 
bar. Wonder erhat prompted that? 


A The goalie^ unfeaslMy long arms gave him an unfair 
advantage when it came to defending his goat Maybe 
he^ an orang-utan! 


A in the words of Nintendo^ f-s World Grand Prix advert, 
**Let^ see that again! Left see that again!** What a crap 
and annoying ad that was. 


r here was once a TV series called 
The Ascent Of Man, which 
charted humanity’s progress 
from bone-waving knuckle-draggers 
with fleas to orthodontically perfect 
specimens who watch satellite TV from 
their Lay-Z-Boys. A similar show could 
be written called The Ascent Of FIFA, 
charting the progress of EA Sports’ 
football franchise from blurry headache- 
inducer with players possessed of all 
the fluid animation of Roobarb And 
Custard to top-class soccer sim that can 
stand up alongside ISS *98 as one of 
the finest footy games ever. 

F/FA’99 is EA Sports’ 
^ fourth N64 football 

game, following in 
the studded 


footsteps of FIFA 64, FIFA: Road To 
World Cup ’9S and, er, World Cup *98. 
Each new game has been better than 
the last (not hard considering how bad 
the original FIFA 64 was!) and FIFA ’pp 
looks set to continue the trend. 

There are 220 different teams to 
choose from, including all 20 of the 
English Premier League clubs, and even 
a Fantasy Football element with the 
inclusion of the European Dream League 
that pits 20 of Europe’s top teams 
against each other. There are a whole 
load of cups to compete for and 
competitions to enter, and you can even 
set up your own leagues and cups. Fancy 
pitching Halifax Town against Jueventas 
in the first round? Now’s your chance. 


► *Spike Hind’ 
Simmondssoon 
proved to be 1 bid 
choice IS goiUe. 


- V. 




■ 1 y A 


1 'Publisher: 

EA Sports 1 

1 PeleasePute: 

March ’99 I 



















99 


mmiB 


A The camera can be positioned almost 
anywhere to get the best view. This one is 
inside Rab C Nesbitt’s navel. 

tricks - players can use chest traps, 
dummies, sliding kicks and even run in 
and boot the ball out from under the 
goalie’s feet if he hasn’t picked it up! 

The speed of the game has been 
ramped up, so that as well as the game 


averaging 30 frames per second for a 
nice smooth feel (much better than the 
older FIFA games) the players 
themselves can reach a flat-out sprint a 
lot quicker than before. To compensate 
for all this fancy improved player control, 
the A! of FIFA *99 has also been suitably 
boosted. No more chipping it past the 
goalie from a 40° angle every time! 

FIFA '99 is set to emerge from the 
tunnel next March, giving the developers 
plenty of time to vivisect /SS *98 and 
make their own game even better. We’ll 
have our magic sponges at the ready! 


k Ryan Butt, editor of 
Play magazine and 
occasional 64 Magazine 
contributor, watches a 
performance of the 
Riverdance in horror. 


T Hoof the ball 
skywards, and all the 
players move their 
heads to watch it glide 
through the heavens. 


FiFf ART<; 


A Is that a camera? Hey, hey, I m on telly! I get £10 million a year and I m 
boffing one of All Saints... oil Where’d the ball go?” 


The most important changes are in 
the gameplay. Gone are the days of 
having to wait for a player to grind his 
way through a predefined animation 
sequence before you could regain 
control - players now respond instantly. 
There are also loads of new moves and 


“ .jvr 




1 




A Moments later. Tucker and Nobbo burst into 
tears when they realised their mates had run 
off and left them. 
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OWEN 


WORLD 


LEAGUE 


SOCCER 


99 


MICHAEL 


▲ The teams line up for the kickoff. Having 
everybody on the team as number 99 should 
make the commentator’s life a nightmare! 


A Fogging in a football game? Hopefully 
MOWLS ’99 is just trying to simulate 
Liverpool! 


A Play commences. Maybe both teams are being sponsored by an ice 
cream company... 


A Now that*s scary. It’s like having a football team made 
up of the Baldwin brothers! 


A The player control and Al is supposed to be some of the 
best around - but will it be better than / 5 S ’9S? 


Ifidkiel OweiKs 'WorU 
league Soccer *99 

'England's star striker 
gets his own gamel 


A Michael Owen's World League Soccer ’99 doesn’t skimp 
on the action - and it’s in hi>res! 


that the combination of the Owen name 
(which certainly seems to set some of 
the female hearts in the office all a- 
flutter) and an enhanced version of the 
well-received PlayStation World League 
Soccer '98 engine should stand a 
chance of punching a hole through 
Konami’s defences. 

Michael Owen’s World League Soccer 
’99 will have what is supposed to be 
one of the best artificial intelligence 
systems of any sports game, as well as 
apparently boasting high-resolution 
graphics. There’s no word yet about 
whether the game will make use of 
Nintendo’s Expansion Pak, but we 
wouldn’t be at all surprised. 

Annoyingly, although PC and 
PlayStation types will get to play 
Michael Owen’s World League Soccer 


► Number 99 - well, 
one of them - 
makes a graceful 
gazelle-like leap 
for the ball. 

’99 before Christmas, Nintendo owners 
are going to have to wait until next April 
before they can put their virtual studs 
on the pitch. This does mean that the 
developers have plenty of time to make 
sure that the N64 version is the best of 
the lot, though, so the wait should be, 
as they say, well worth it! 


n ichael Owen is, according to 
some, the best football 
player in the world. That’s 
certainly what Eidos is saying, but since 
they’ve just signed up the Liverpool 
striker to endorse Michael Owen’s 
World League Soccer ’99, it’s not really 
surprising! 

Any new football game on the N64 
has some extremely tough competition 
to beat, in the form of Konami’s all-but- 
perfect ISS ’98, but Eidos are confident 


MICHAEL OWEN'S 
WORLD LEA6UE 
SOCCER '99 


'Publisher: 
Pe^eloper: 
Pelease Date; 


Eidos 
Silicon Dreams 
April ’99 
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We’ve got all t:he latest Nintendo releases 





















'Magazine 'issue 2D ?99B 







▲ Holy Magic Century has lost none of the arondeffiiUy-pollshed graphics 
of the import version. But howvrill it play? 


A in the British version of the game. Brian changed his name to Aryon 
have told the narrator. Doh! 


except nobody seems to 


^Ahorse, a horse, 
my kingdom for a... 
oh, there it is. 
Bugger, there goes 
my kingdom again! 


^ HOLY MAGIC CENTURY 


ik^hundredyear&'ltXaidhiiefma^c.^, 

VolyTtagic 
Century 


^ Poor old Aryon has to 
put up with living in the 
shadow of his dear old 
dad. Must be frustrating 
for one so short! 


H oly Magic Century is the title of 
the UK incarnation of the N64 
RPG Quest 64. Usually when a 
game is converted for the British 
market, it stays pretty much the same, 
albeit with slightly fuzzier graphics. 

With Holy Magic Century however, 
Konami have taken the opportunity to 
tweak a few aspects of the game, which 
is good news for gamers as the import 
version wasn’t exactly met with a huge 
fanfare by the majority of reviewers. 

One of the biggest problems was with 
the travelling from place to place. This 
was irritating for two reasons; one, 
there was a lot of distance to cover 
between towns; and two, you couldn’t 
go five steps without a monster 
appearing and forcing you into combat. 
Whilst this combat was important for 
building experience points, battle 
nevertheless occurred far too often, 
making travel a total pain. 


HOLY MACH 
CENTURY 


'Publisher: 
'Developer: 
Pelease 'Date: 


Konami 
Interplay 
November ’98 


▲ Aryon (what was the matter with Brian 
anyway?) tries to chat with a guard, but the 
poor man is speechless! 

RPG fans will be pleased to learn that 
this aspect of the game has been 
changed. The monsters still attack, but 
now do so far less often, thus allowing 
you to cover distance more easily. 

The other change that’s readily 
apparent is in the text of the game. 
Some of the characters’ names have 
changed, including the hero, who used 
to be called Brian but is now operating 
under the moniker of‘Aryon’. It’s not 
clear exactly why this was done, 
perhaps he had problems with the 
Inland Revenue or something... 

Watch out for the full review of Holy 
Magic Century, very soon! 




?AMSSftULT 


A All the weird monsters from the Import version of the game are stiU in 
this incarnation. Which should keep RPG fans happy. 
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(► FAQ this" 


At 64 Magazine, we 
get a lot of letters. 

A lot of these 
letters ask 
questions. The 
same questions. 

These Frequently 
Asked Questions 
have been put 
together in an FAQ for 
your convenience... so now 
you can stop asking them! 




What’s the 64DD, 

^Bthen? 

The near-mythical 
64DD is an add-on 
disk drive that, in theory, 
lets you play large and 
complicated games 
that until now have 
been restricted to 
the PC. In practice, it’s a 
piece of vapourware that 

won’t appear even in japan until two years after it 
was originally planned - if it ever appears! 

The idea behind the 64DD is sound; although 
cartridges and Controller Paks can only have a 
small amount of memory for saving games in 
progress due to cost, the 64DD’s disks could hold 
up to 32 megabytes of player data, the same as 


My PlayStation-owning mate says the N64 
only has four megabytes of memory, but 
I’ve got a 128 megabyte cartridge. What gives? 

Sorry, but your mate is right - your cartridge 
W^.\s 128 megabits, or 16 megabytes (eight bits 
to a byte). The N64 can only hold 4Mb of those 16 
at once in its own memory, and has to shuffle data 
in and out, which is why you sometimes get 
‘loading’ messages even on a cartridge game. 

On the other hand, your mate’s PlayStation 
only has 2Mb of memory, so that should wipe the 
smile off his face. 

^ So how come cartridges are measured in 
^megabits? 

Because it makes them sound bigger. It 
really is that simple. 


Q What’s this memory expansion thing all 
about? 

A Nintendo’s Expansion Pak adds an extra 
4Mb of memory to the N64, bringing the 
total to 8Mb. It allows games that have been 
programmed to take advantage of it to use, for 
example, high-resolution graphics (Turok 2) or 
improved artificial intelligence {NHL Quarterback 
Club ’pp). If you don’t have an Expansion Pak, 
you can still play the game - you just won’t be 
able to see certain special features. 


The Expansion Pak makes no difference 
whatsoever to a game not designed to use it. 
Some people will tell you that plugging in an 
Expansion Pak automatically gives any N64 game, 
even old ones, better graphics and sound. These 
people are called morons. 


How much does a game 
cost to make? 

A The actual cartridges vary in price - the 
cheapest are the 64 megabit variety, for 
which Nintendo charges other companies about 
£14. As for actual development costs, companies 
are obviously unwilling to discuss actual figures, 
but a typical programming team would have four 
or five people working for 18 months on a bunch 
of expensive Silicon Graphics and high-spec PC 
hardware, at the end of which Nintendo has to be 
paid to make the cartridges... getting any 
change from half a million quid would be 
pretty unlikely, and that’s not counting 
the advertising budget! 


















I 


128 Controller Paks. However, larger cartridges (like 
Zelda and Turok 2’s 256Mbit whoppers) have taken 
away a lot of the 64DD’s advantages, and there aren’t 
many games that actually need 32Mb of player data. 
As a result, almost all 64DD games have been moved 
onto cartridges, leaving the 64DD’s future in doubt... 


When is the 64DD coming out? Will we ever 
Hk see it in the UK? 

In Japan, the present word is June 1999 - but 
I: the constantly shifting release date has never 
been nearer than six months from the present for the 
whole of the N64’s life! As for a UK release, our 
opinion is that you’d be better off putting your money 
on seeing Elvis riding the Loch Ness Monster out of a 
UFO, than on being able to buy the 64DD before the 
end of the century. 



Why don’t the Ns on your reviews add up to 
the final score? 

Because then a game would only be able to 
score 20%. 


Oh, ha bloody ha. How very, very amusing. I’m 
HH serious. 

A Okay then, it’s because the final score isn’t 
directly related to the Graphics, Audio, 
Gameplay and Challenge score. Bust-A-Move 2 did 
badly on the first two, but because it’s so 
dementedly playable it scored 91%. The Gameplay 
score usually bears the closest resemblence to the 
final percentage. Except when it doesn’t. This isn’t 
rocket science. 


How come [game] didn’t come out when you 
said it would? 

A Because software companies are prone to 
, changing release dates without telling us, or 
telling us too late - the gap between us finishing an 
issue and it going on sale is over two weeks. 
Nintendo games suffer especially badly from this - 
there probably isn’t a single N64 game that has 
come out when originally planned. Apart from Diddy 
Kong Racing, 

that is, and that - _ December 

was only 
because Rare 
didn’t tell 
anyone it existed 
until just before 
it went on sale! 
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A The Legend Of Zelda: The Ocarina Of Time - not out yet. 



^ FAQ THIS 


How do I make room on my Controller Pak 
when it gets full? 

Easy - just hold down Start on the controller 
when you switch on the machine and it should 
take you to the memory manager screen. From here, 
you can delete any unwanted files on the Controller 
Pak. You’d be amazed just how much space some 
games take up! 

How can I enter 
certain cheat 
codes that are 
printed in your 
magazine when there 
isn’t an ‘F’ button on 
my controller? 

A You can’t, 

dummy. What 

you’re looking at is an Action Replay 
code, for which you actually need to buy 
an Action Replay. 

Okay then, smartass, what’s an Action 
m Replay? 

Commonly known as a ‘cheat 
JPilIk cartridge’, it’s a 
gadget made by Datel 
(01785 810800) that 
fits between the 
N64 and the game 
and lets you fiddle 
with game 
information as it 
passes from one to the 
other. Typically, a 
cartridge would tell the 
N64, “Hey, the player just ran into an enemy - knock 
off some energy.” The Action Replay would intercept 
the message and change it to “Let’s leave that 
energy bar alone, okay?” 

How does 64 Magazine get put together every 
month? 

At the start of every issue, the team walks 
into the office and claps their hands, at which 
the magic pixies emerge and set to work. By 11AM, 
the whole magazine is completed, leaving plenty of 
time for extended boozy lunches, hard drugs and 
Roy abuse. 

Actually, that’s a lie. A typical issue involves many 
hours on the phone to software companies trying to 
persuade them to send games to us, much cursing of 
whoever invented voicemail, way too much time 


m 
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Acronyms, jargon, industry-speak- 
what do they all mean? For the 
benefit of the uncertain, here’s a 
complete(ish) list of all those words 
and phrases you’ve never been 
quite sure about... 


> AI - Artificial Intelligence. The way a game simulates 
liy intelligent behaviour in the creatures/ships/whatever 
Ifcontrolled by the N64, or, more often than not, 
simulates pretty stupid behaviour, 
i 

Anti-aliasing - technique used by the N64 to make 
games look more realistic by blurring the edges of 
pbjects, to avoid a harsh step-like effect on diagonal 
lines: Some early N64 games didn’t quite get this 
right, and instead just blurred everything. 

■Bits - the building block of all computers and 
computer programs, kind of like DNA. The processing 
power of a computer is gauged in part by how many 
bits it has - usually, a 64-bit machine like the N64 is 
more powerful than a 32-bit machine like the 
PlayStation. Unfortunately there are other factors as 
well, so don’t get all smug just yet. 

If Borders - the black spaces at the top and bottom of 
the TV screen when playing a game. Many British N64 
games are afflicted with these because of the 
tlifficulties of converting games from the Japanese 
NTSC television format. 


[’j'.s - a large and powerful enemy, usually found at 
the end of a stage, who takes a lot more punishment 
,, I"', than normal enemies and generally has to be killed 
with a special technique or by hitting vital spots. 

i Byte -eight bits. 

Cart - short for cartridge. You know, that grey thing you 
plug into the top of your N64. 

Cutscene - a (usually) animated sequence that fills in 
the-story, provides warning of upcoming dangers, or 
•just shows a boss exploding spectacularly. 

"Engine - the name of a piece of programming that 
runs a particular part of a game. The part that 

I displays a game’s graphics is called - yes! - the 
,‘graphics engine’. Smart/lazy programmers, 
(depending on how good the engine is, use the same 
engine in different games to save them having to write 
la new one. 

Ta'de-in - a slightly less obvious version of Pop-up, 
'where objects in the distance start out transparent 
'and gradually become more solid as they get closer. 

hogging -to disguise pop-up, many games create the 
illusion of a fog from which objects appear as the 
player gets closer. 

FMV - Full Motion Video, basically video footage 
running within a game. Because of the N64’s limited 
[i^'tart memory, very few games have used it. Animated 
’cutscenes are often (incorrectly) referred to as FMV. 

4H»--res - on the N64, a game that runs with a screen 
■size of 640 X 480 pixels, instead of the usual 320 x 
1240, giving a sharper picture. Acclaim tries to spell it 
^hi-rez’ so they can trademark it. just ignore them. 

I- ■ 

short for kilobyte, or 1024 Bytes. A Controller Pak 
’can store 256 kilobytes of player info. 

Mb - short for megabyte, or 1024 Kilobytes. PCs 
imeasure game sizes in megabytes - Nintendo doesn’t. 
See Mbit. 

•I 

'Mbit - short for megabit, or 1024 Bits. Cartridge 
games have always been measured in megabits to 
“mpke them sound bigger. To find out the size of a 
^cartridge game in Megabytes, just divide by eight. 
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NTSC - the television standard used by America and 
japan. Although it’s inferior to the PAL system used in 
Britain, it’s actually better suited to consoles because 
they don’t have to do as much work to fill the screen. 


Platform Game - a game where the player’s character 
spends a lot of time leaping from, well, platforms, onto 
other platforms. Think Super Mario 64 or Banjo-Kazooie 
in 3-D, or Mischief Makers in 2-D. 


Port - a game that comes to one machine after already 
appearing on another. 


Power-up - an object in a game that, when collected, 
increases the player’s health, speed or weapons power. 


Shoot-’em-up - a game that involves mass destruction of 
enemies. By shooting ’em. 


Sim - abbreviation of ‘simulation’. Refers to a game that 
puts the player in charge of complex strategic operations. 
The N64 is currently rather short of sims. 


SNES - Super Nintendo Entertainment System, the 
imaginatively-named successor to the NES and 
immediate ancestor of the N64. 


J\Aip-mapping - early reviews of N64 games used to witter 
on endlessly about mip-mapping and how brilliant it was. 
Basically, it makes a Texture more detailed the closer you; 
are to it. Ooh. 


NES - Nintendo Entertainment System, one of the N64’s 
distant ancestors. 


PAL -the British television system. It has 100 extra 
horizontal lines over NTSC televisions making up its 
picture - good for TV viewers as they get more detail, 
bad for UK N64 games as they have to run slower, use 
Borders or (very rarely) be reprogrammed to run faster. 


Pixel - the ‘dots’ that display a game on a TV screen, 
more there are, the sharper the picture. The N64 usually 
displays 76,800 pixels {320 x 240), but can show more 
Hi-res mode. 


Polygon - the basic object from which all N64 3-D games 
are created. Polygons in games are usually triangles or 
squares, which when put together in large numbers and. 
covered with Textures can create characters and worlds. 


Pop-up - even the N64 can’t draw all the parts of a huge 
level at once without slowing everything down, so it has 
to pull them in in chunks. If they’re drawn too close to the 
player, they seem to pop up from nowhere. Hence the 
name. See also Fade-in. 


RAM - short for Random Access Memory, the amount of 
space a machine has to run programs and store data. 
N64 has 4Mb of RAM, although with an Expansion Pak 
fitted it will have 8Mb. 


RPG - Role Playing Game. Usually used to refer to 
adventure games such as Zelda, Holy Magic Century or, 
on the PlayStation, Final Fantasy VII. Some games that 
you might think could be called RPGs, like Body Harvest, 
aren’t. Nobody knows why, although the absence of elves 
is probably the reason. 


SGI - Silicon Graphics Inc, the company that designed 
N64 ’s graphics chips and also developed the machines on 
which most N64 games are written. 


Sprite - a 2-D object that can be moved around on 
2-D games like Mischief Makers or (urgh) Clayfighter use 
sprites to create their characters. 

Texture - a picture that can be applied to a Polygon to' 
make it look more realistic. 


Triple-A - just game publisher jargon for a really good 
game. Most publishers like to pretend that all their 
games are Triple-A titles, even when they know damn 
that they aren’t. 


Z-buffering- another bit of jargon much over-used in 
N64 ’s early days. Simply put, if two Polygons cross 
each other, the N64 knows which is drawn in front of 
other - unlike the PlayStation, where a polygon 
one object can show up in front of it. 


► FAQ THIS 




A Yoshiharu Habu*s Japanese Chess: 
one of those games that will never, 
ever be reviewed. 


spent converting screenshots to printable formats 
and writing unnecessarily lengthy captions, working 
evenings and weekends, extended boozy lunches, 
hard drugs and Roy abuse. Occasionally we even get 
to play games for fun. Occasionally. 

Q How do I play American and Japanese games 
on my British N64? 

A There are two ways to play import games. The 
brute force approach is to buy an American or 
Japanese N64 from an importer, which should cost 
about £130. You’ll also need to buy a transformer to 
convert the British power supply to one the import 
machine can deal with, unless you already have a UK 
N64 (Nintendo’s power blocks work with any 
machine). You’ll also need a multi-standard TV - any 
decent modern set should work. 

American machines can’t play Japanese games, or 
vice versa, unless you open the machine up and 
physically remove the small plastic pegs blocking 
the cartridge slot. Of course, we would never 
condone anyone buying a 4.5mm gamebit 
screwdriver and an X-Acto knife. 

The other method is to buy a universal adaptor 
like the SFX V3 for your British N64, which uses a UK 
game to fool the machine into thinking it’s running a 
pukka British game. However, Nintendo is wise to 
this trick, and constantly changes its cartridges to 
prevent adaptors working. If you want to risk it, it’s 
well worth insisting that you see the import game 
running through your adaptor on a UK N64 before 
you buy the game. 

Q Why haven’t you reviewed [obscure Japanese 
game] yet? 

A Probably because we haven’t been able to get 
hold of it. Since we flat-out refuse to use an 
illegal cartridge copier like the Doctor V64, all of our 
Japanese and American games come to us courtesy of 
friendly importers and game shops like Department 1 


and The Joypad, and this can take a while. If a game is 
so Japanese that only about three people in Britain 
would have even the slightest interest in buying it, 
shops are reluctant to import them. Super Robot 
Spirits, reviewed this issue, is an example. 

Q How do I become a games reviewer on your 
fabulous magazine? 

A Every year, we send out five golden tickets 
hidden inside the magazine. The lucky 
recipients are then taken on as reviewers and given 
Ferraris. 

Actually, that’s another lie. To become a reviewer, 
you need good English skills, the ability to work long 
hours for little pay, a tolerance for boring and/or 
crap tasks assigned by the editor, the absence of a 
bad attitude (that privilege is for editors) and the 
good luck of being in the right place at the right time 
when we’re hiring. Gameplay skills also help, but 
less than a quarter of a reviewer’s time is spent 
actually playing games... 

O Why did [game] get one score in 64 Magazine, 
and a completely different score in all the 
other Nintendo mags? 

A Snide answer: because all the other mags 
suck. 

Polite answer: because it was reviewed by 
different people with different tastes - no two people 
will see a game in exactly the same way. This is how 
Mission: Impossible can be compared favourably to 
Goldeneye by some magazines, and to something 
you’d scrape off your shoe by us. Ultimately, reviews 
depend on factors like personal preference, 
discussions with the editor, size of software 
company bribes and whether the reviewer got any 
hot monkey lovin’ the night before. 

NB: Some of the above factors are 
untrue. For starters, reviewers never 
bother to discuss scores with the editor. 
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BODY 


HARVEST 


PLAYERS: 




CART SIZE: 


Publisher 


Gremlin 


jlpoganiKHiradcar 
might as 


A Some vehicles, like th 
have their own hea 
well make the mogUu 


Developer: 
Game Type: 


DMA Design 
Shoot-’em-up/ 




adventure 


Origin: 

Release 


November 13 


O Huge landscapes | 
O Excellent enemies 
O Heaps of vehicles 
O Big explosions 
O Loads of action 
© Fogging 

O A \ot of trudging about 
© Simple puzzles 
© Can get frustrating i 


Twemory 

Options 


MEMORY: 

Three save game slots 

CONTROLLER PAK: 
j n/a 


A The huge spurt of blood is a subtle indicator 
that Adam should hoof it pronto before the 
Harvester’s toxic turds overwhelm him! 


k if Adam can kill a Harvester before it digests 
all its victims, they come flying out and - 
occasionally - survive their ordeal. 


Therelsgoingtobea 

hanfestforthe 

worM-andw^reiG 

kody Harvest was one of the very 
. first games announced for the 
^ N64, and now, nearly two years 
later, it’s arrived. Based on what we’d 
already seen of it, it looked as thought it 
was going to be awesome. Is it? 

Well, yes... and no. Body Harvest Is big, 
different enough to stand out among the 
clutter of Mario clones, and ambitious in 
a way that very few N64 games dare to 
be. However, it’s not without a few 
problems. 

First, the plot. Evil Big Alien Bugs''''^ in 
their comet-like mothership have been 
swinging past Earth every 25 years for 
the past century or so, each time 
dropping in and eating people. By the 
year 2016, they’ve snacked upon just 
about everybody except lone survivors 
Adam Drake and Daisy Hernandez 
aboard their space station. Said space 
station is handily equipped with a time 
machine. As the EBABs 


lliikobstad« 
pHrforettMboMof 
wortdistiM 

"VsfiMd fWMfitor. 


A Adam gets to take to the air - the first chance 
is in this 1916 biplane. Too bad the Bugs are 
already up there! 

make their final assault, Adam and Daisy 
hop aboard and head back in time to 
swat the Bugs from history. Hooray for 
our side! 

With stops in Greece 1916, Java 1941, 
America 1966, Siberia 1991 and the alien 
mothership in 2016, our heroes have their 
work cut out for them. Sensibly, Daisy 
remains inside the time machine while 
despatching the slab-chinned Adam into 
the alien-infested yonder to do all the 
hard work. 


The Ougs look fantastic! 


r 

Try to find ujhat is 
causing these strange 
life readings. 


1 


A As the mission starts, Adam is given an 
objective. These are updated as he progresses 
through the level. 



























A This rusting oil rig, way out to sea off the 
coast of Siberia, can only be reached by air. 
Did you remember your pilot’s licence? 



A Part of the Java mission sees Adam sailing a 
rickety boat down a volcano-stricken river to 
bring these refugees to safety. 



Into The Outtloors 
lMth^mAnd€amera 

Body HarvesVs stages are structured 
affairs; each world has been divided up 
into sections by alien forcefields that 
prevent the Bugs’ lunch from escaping. 
The overall aim in each section is to 
disable the alien forcefields and move 
on to the next area, but in order to do 
this there are numerous tasks that have 
to be carried out first. 

These tasks vary from the obvious 
(kill the Bugs before they eat everyone) 
to more complex puzzles. Most of these 
involve finding a specific object and 
taking it to a certain person, where 
you’ll be rewarded with the keys to a 
new vehicle or access to a previously 
sealed area, but there are more 
imaginative tasks. Early in the game, 
Adam has to commandeer a fire engine 
to stop a town from burning to the 
ground, and later in the game he has to 


get a group of children to safety before 
the Bugs destroy their school. 

Although Adam can roam freely most 
of the time, things are set up so that 
certain objectives have to be met to 
reach new areas. Impassable scenery 
restricts Adam’s wanderings until he can 
locate a particular vehicle or object; in 
some ways this helps the game, as you 
know that the means of escape has to 
be somewhere nearby, but at times you 
can’t help but wish that Adam wasn’t 
stopped dead by any obstacle more than 
a foot high. 

A major feature of Body Harvest is the 
number of different vehicles scattered 
over the landscape - according to 
creators DMA, there are over 8o different 
forms of transport for Adam to find. The 
vehicles are pretty close copies of real 
ones - the Edsel (sorry, ‘Edzil’) on the 
American stage should be instantly 
recognisable to American car buffs - and 
each has its own distinct abilities. The 
variety of different vehicles means that 
the control system has to be flexible 
enough to cope with Adam controlling a 
boat one minute and a helicopter the 
next. Body Harvest actually manages 



A Adam uses the Sun Shield, an 
ancient weapon of great power, to 
light a torch and open up a secret 
passage. Don’t fry the gulls! 


A First contact with the Bugs takes 
place in a small Greek village. 
The 1916 Bugs are fairly weak, 
but they don’t stay that way. 




TromOmega 

TolUpha 

Space Station Omega is humanity’s last, 
best hope for survival. Only it’s just been 
taken over by giant insects. Luckily Alpha 
Command, a time capsule, manages to get 
away in the nick of time... 


A The bosses get bigger, nastier and extremely 
bizarre as the game progresses. This fella is 
only from the second world! 


this very well. By paring the controls 
down to the bare minimum (left-right, 
forwards-backwards) the game lets 
players switch between vehicles with 
the minimum of confusion. The vehicles 
themselves all handle differently, and it 
doesn’t take long to work out that it’s 
better to trundle around the levels in an 
armoured car than in a bread van. 


TUkunT^ant 

It’s Adam’s own controls, ironically 
enough, that are the most troublesome. 
Even at his fastest, he lumbers around 
like an elephant with piles, and turns 
with all the speed of a supertanker, 
which can be fatal in combat. Granted, 
he’s meant to be wearing armour, but 
players who are used to the instant 
response Mario or Banjo are going to 
have to make some adjustments. 

If they don’t, they’re going to be in 
trouble. The terrain can often be the 
biggest danger for our clod-hopping 
hero, and whether he’s in a vehicle or 
not, Adam has the worrying habit of 
being magnetically drawn over 
precipices. On the Java levels, death was 
caused less by the Bugs than by 
vehicles accidentally skidding into deep 
water, from which Adam couldn’t swim 
before the weight of his armour dragged 
him to a waterlogged doom. 

The hair-tearing factor is increased 
when this forces you to return to the 
start of a large level over and over and 
over again because your vehicle slipped 
one inch below what the game considers 
the point of no return. This point is 
usually on a slope that wouldn’t tax 
someone waiting for a heart transplant. 
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[►BODY HARVEST 


iRiiiiiii 


TanKHtsTaces 


Being a British game, and thus possessed of a sense of 
humour. Body Harvest has a number of almost familiar 
faces who pop up during Adam’s adventures. Any of these 
chaps look familiar? Answers at the bottom of the page! 


Tally ho, chaps! Cabbage 
crates at ten o’clock! 


Is that a Bogey 
on your nose? 


Keep away from me 
with that butter! 


Hoi’ yo ass, 
boah! 


Heeeyyyyyyyyyyyyy, 

Cunningham! 


^ glaiit HaiYasteii IM fff humans, sand out slimy parasites and Mast 
Adam with lightning botts.'^Only one thing to do^ "Kill them alir 


Even on foot, Adam gets in trouble, as 
he has the unerring talent of leaping 
heroically from a vehicle - and plunging 
straight over a cliff. Doh! 

The adventure side of the game, 
added when Body Harvest was a 
Nintendo projecf, is interesting but not 
especially taxing. Once inside a 
structure, whether a mud hut or a secret 
underground complex, the action outside 
is frozen and no harm can befall Adam. 

As a result, exploration merely requires 
you to walk around and examine 
everything for useful items, clues or 
ammo. About the trickiest puzzle you’ll 
encounter is finding a disguised switch. 

There are plenty of people for Adam 
to talk to, though they’re not likely to be 
invited to engage in witty repartee at the 
Algonquin Round Table. Conversation 
tends to be limited to clues on how to 
proceed, or plain whinging about the 
Bugs. However, you might just spot a 
familiar face or two... (see boxout) 


'DeMhuf 

JIBiig 


We re not kidding when we say that 
some of the Bugs are huge. Fortunately 
they die as big as they live! 


Adam takes potshots at this 
Scorpion from the ‘safety’ of his car 


BfigW 

Visually, although there’s a lot of variety 
and imagination (the Bugs look 
fantastic) Body Harvest often has the 
look of an early N64 game, with 
repetitive textures and a lot of fogging. 
If you’re in an aircraft, navigation has to 
be done almost entirely by map and 
compass because you quite literally 
cannot see the ground 50 yards ahead. 


9 . J 


Got him! The huge purple beast 
explodes from within... 


“Next up on Celebrity Death Match, it’s B J 
Harvester versus Vladacar! Oh, and there 
goes Vladacar, destroyed with one punch!’’ 
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...his claws go flying and his head 
bursts apart... 


.and finally, revolting fluids spurt 


out. Eat It, carapace boy! 


hirdware starts fitting all Uck-ass. Land that 


ki the wIiMl of a Scud laundurl 
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A In accordance with the Boss Luminescence 
Effect (see issue 6) vulnerable bits helpfully 
glow red when hit! 

This is a pity, because the Bugs 
themselves are superb. Each time zone 
has its own breeds of giant insect - 
although they do the same jobs, they 
evolve with the passage of each 
quarter-century. They’re all brilliantly 
animated - their legs even take account 
of slopes as they walk - and when a 
Bug dies, it screeches and bursts apart 
in a shower of limbs, carapace and 
gross bodily fluids. 

The feeling of destruction is one of 
the best things about Body Harvest. 
There are times when the game turns 
into flat-out action, hundreds of Bugs 
dying messily under the weight of your 
firepower. If you’re in a vehicle with 
heavy weapons, it’s very satisfying to sit 
with your finger welded to the trigger 
and gun down wave after wave of 
shrieking insects. 

Sadly, these Starship Troopers 
moments aren’t as common as they 
should be, as the game’s structure often 
ensures that the frequent Harvester 
waves (thankfully nothing to do with the 
restaurant chain) beam in when you’re 
either on foot or in a vehicle with limited 
armaments. While the adventure aspects 
add some 


thetriggerl 


tend to 

wonder what an all-action Body Harvest, 
as per the original plan for the game, 
would have been like. 

The Zongl/TaUc 

Body Harvest's biggest, and easily most 
frustrating, problem comes from the 
save/restart points, or rather the lack of 
them. It’s one thing to make a game with 
a huge playing area, but another thing 
entirely to force players to slog across 
every inch of it repeatedly - especially if 
death was caused not by alien attack, 
but by Adam blundering to his doom. 
Sure, it’s the player’s fault, but if Adam 
were more controllable or the slopes 
more forgiving it wouldn’t feel so bad. 

If Adam dies near the end of a stage, 
it can take 20 minutes - or longer - to 
cover the ground again. This gets 




'Rating 
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A Ultra-powerful weapons 
are hidden around each 
level, as the unlucky 
victim of Adam’s lightning 
gun has just discovered. 


^ The Summit of Light marks 
the secret passage linking 
one Greek island to the 
next. Just one problem - 
how does Adam get in? 


extremely tedious even by the second 
time it happens, but when you’re on 
the fourth or the fifth or the twentieth 
attempt, your eyes start flicking 
between the cartridge and the nearest 
convenient blunt instrument. Isn’t it 
time that a law was passed banning 
restart points from being more than ten 
minutes apart? Come on, Blair, forget 
all this economic and social reform crap 
and concentrate on the things that 
really matter. 

Ultimately, Body Harvest is a 
fantastic idea for a game, let down by 
some minor but cumulatively annoying 
flaws. It’s a huge shame, as Body 
Harvest had the potential to be one of 
the best games on the N64, but as 
anyone who’s seen insects like termites 
at work will know, little bugs can bring 
great structures crashing down. 


'ml opmmn 


So much has gone into this game it’s almost 
unbelievable! It’s one of those games that you 
can only get into after considerable play, though, so it might 
not appeal to those who only like mindless shoot-’em-ups. If 
you like in-depth games, then buy this! Roy Kimber 



R: Rotate 
camera 


L: Rotate 
camera 


A; Open door/ 
accelerate/examine 


B: Brake/ 
skip text 


C Up: Zoom in/out • C Down: Enter/leave vehicle 
• C Left: Repeat last message • C Right: Aim 


D-Pad: Switch Z: Fire 

weapons 


JUtermathre 


Buck Bumble: Ubi Soft (£49.99) 
Reviewed: Issue 18, 90% 

Duke Nukem 64: GT (£59.99) 
Reviewed: Issue 7, 84% 
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Soundbite 

Very big, very tough, slightly flawed, 
but a great challenge! 
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► XG2 


PLAYERS: 




s 

Question 

O Nicely designed bikes 
O Over-the-top weapons 

O Handles better than 
the first one 

O Often runs jerkily, 


128 


CART SIZE: 


RUMBLE: 


Publisher 


Acclaim 


Developer: 


Probe 


particularly on 
detailed tracks 


O Many of the tracks 
very similar 


'Bxtreme-lS was fast, furious and fairly 
impressive for the time. 1CG2 isn't... 


r he first thing you notice about 
XG2 is the speed at which the 
game runs. In Extreme G, the 
original game, the speed was such that 
most people said it was too fast. With 
XG2y Probe appears to have over¬ 
compensated. This isn’t strictly true for 
all the bikes, just the majority of them, 
but you may find yourself wondering 
just when exactly the ‘extreme G-forces’ 
inferred by the title are going to make 
an appearance. 


► This i 4 one 
fewAfailly well-lit 
(evds. Most of the 
^ tracks s^m to be 
on dark and 
forbidding 
cityscapes with 
lots of shadows. 
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As usual with such games, there is a 
storyline which runs behind XG2, 
explaining exactly why you’re racing 
assorted vehicles around the various 
tracks. We could go into that, but let’s 
face it, with this kind of game it just 
doesn’t matter. When you’re racing 
around loops of track, all you care about 
is whether it’s fun. The fact that the 
character on the blue bike that just 
raced past you might once have stolen 
your character’s Weetabix just doesn’t 
matter. Leave the storylines to the 
games where they matter. 


lAP P6S 
.1/3 J/B 




L One of the best weapons is the railgun. It 
locks onto the nearest bike and fires 
constantly, to devastating effect! 


M times it almo 


It’s time to go 
bike to the 
future! 


nemory 

Options 

MEMORY: 

None 

CONTROLLER PAK: 
Stores game progress, 
open tracks, bonus bikes 


















Tmks’For'Ihe'nemory 

The one redeeming feature of XG2 is the deathmatch battle game. Players can 
choose one of several different manga-style tanks in which to battle it out 
over six different arenas. In the first Extreme G game, the battle mode was, 
frankly, rubbish. The bikes were too fast, making it difficult to target anyone, 
and the arenas were either too small so that you tapped the accelerator and 
promptly hit the wall, or so big that you could never find your opponents. The 
tanks, however, move at just the right speed, and the arenas have been better 
thought out this time around. It’s just a shame about the rest of the game! 


St seemsyoirTre wiitching a slide sliow:... 


A When you fire a rear-aimed weapon, a window 
opens at the bottom of the screen to show the 
weapon’s progress. 


A At the start of each race, your bike is held in a 
tunnel which opens up to reveal the track. 
When the claws release you it’s time to race! 


'ExtremefySlow 

Storyline aside then, the object of X62 is 
to compete in several ‘Extreme Contests’ 
by riding one of a number of powerful 
futuristic motorbikes around a selection 
of tracks, competing against seven other 
CPU-controlled players. As with the 
original game, to help and/or hinder both 
yourself and your opponents you have 
access to a number of weapons. Aside 
from the basic cannon - called a maxi-bolt 
-which can be fired rapidly or charged up 
for a larger, more damaging blast, every 
bike can collect a number of different bolt- 
on pick-ups ranging from homing missiles 
through shields to a simple headlamp, 
which allows you to see on otherwise 
dark sections of the track. 


The game boasts 36 tracks in total, 
but in actuality these are actually 12 
distinct tracks on which the route is 
varied a little each time to make another 
24 ‘different’ tracks. This is done by way 
of blocks which seal off different forks 
and turnings on the track and then are 
removed or added to change the route 
the next time around. 

Initially you can choose from one of 
ten different bikes in the game. Each 
bike has different handling, top speed, 
acceleration, weapons and shields, and 
the five attributes are balanced so that a 
fast bike, for instance, might not have 
very good firepower or shields. 

Extremely 

Trustratang 

In addition to these standard bikes, 
there are also some hidden superbikes 
which you can access by completing the 
different tracks. You can’t, however, 
qualify for the next set of tracks if you 
use a superbike to complete the 
previous set, so their use is fairly limited 
if you want to progress at all through 
the game. The most annoying thing is 
that you’re not told at the start when 
you receive the superbike that it can’t be 
used to qualify - the game waits until 
you actually come first and then tells 
you to try again without it! 


A In addition to the three nitros that your bike 
carries, some levels also have nitro boosts on 
the track to give you an extra burst of speed. 


A Every track has a 

regeneration pool which will 
recharge your maxi-bolt if 
you go through it. Usually 
it’s at the top of a ramp. 


A On the bike select screen, 
the different attributes are 
depicted by coloured bars, 
which allow you to choose 
the best bike for you. 


As mentioned earlier, most of the 
bikes seem fairly slow, and initially at 
least the game itself does seem a lot 
slower than the original Extreme G. Later 
levels do run faster, but this is often 
accompanied by jerky animation which 
can be so bad that at times It almost 
seems you’re watching a slide show. 

Fogging doesn’t seem to be too bad, 
but this appears to have been 
accomplished by making the tracks so 
winding and mountainous that you can 
never see very far in front of you. This 
makes it difficult to anticipate the bends. 
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▲ On certain parts of the track, it’s possible to 
climb the banks at the edges in order to take 
corners at speed. 


For those of you who hated the way 
the bikes handled in the first game, the 
good news is that Probe have added a 
button for sharp turns. The bad news is 
that if you use the button your bike will 
usually turn so sharply that it’ll end up 
pointing the wrong way. This also 
happens far too often when your bike 
clips the side of the track. Although, on 
some parts of certain tracks, there are 
banks which allow you to ride up on 
corners, other corners have no banks 
and usually if you touch the sides of the 
track at any speed your bike will spin 
around and face the wrong way, losing 
you valuable time. It’s also quite 
difficult to right a reversed bike, which 
can be frustrating. 


As well as the Extreme mode, you 
have various other racing options. 
Practice and Time Trial modes are 
fairly straightforward, allowing you to 
race over any of the previously-opened 
tracks. Arcade mode sounds like a 
good idea, but is in fact pretty naff. 

All you do is race round and round the 
tracks shooting at some very 
graphically-unexciting drones. Hardly 
fun at all. 

Multiplayer mode is, on the whole, 
disappointing. For a start, you can’t have 
human and CPU players on the track at 
the same time, so if there’s just two of 
you playing, then there are only two 
bikes on the track. The three and four- 


A The start Is probably the 
only time youll see this 
many bikes together on the 
track! The rest of the time 
theyll be either far ahead 
of you or way behind. 


player modes are also fairly jerky, 
particularly on the more detailed tracks. 

The one redeeming feature of the 
multiplayer mode is the deathmatch- 
style game, instead effacing each other 
on bikes, players take control of tanks, 
and this mode is surprisingly playable. 
Perhaps Probe should have forgotten 
the bikes altogether and just gone with 
the tanks? 

All-in-all it has to be said that XG2 is 
something of a disappointment, and 
hardly an improvement on the original 
game at all, despite the nicer graphics. If 
you’ve never tried the original, then it 
might be worth a look, but you’re far 
better off waiting a little while and 
getting Wipeout 64 when it finally arrives. 




A One of the head-to-head tank levels Is a huge 
*wall of death* arena fllled with homing 
missiles and rallguns. 


ATo vary the routes you can take on each track, 
youll And blocks In place at strategic points. 
Usually you won't spot them till you hit themi 


nd opmmn 

The only thing about XG2 that is an 
improvement over the original is the battle 
game. Apart from that, it’s a disappointment. Dark, indistinct 
graphics, all-or-nothing steering and a surprising lack of 
speed mean there’s no force to this G. Andy McDermott 





IMernatbfe 


Extreme G : Acclaim (£49.99) 
Reviewed: Issue 7, 80% 
F-ZeroX: Nintendo (import) 
Reviewed: Issue 17, 90% 
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Overall % 

El] 

Soundbite 

A fairly average sequel, redeemed 
slightly by a decent deathmatch mode. 





























































• Off Road Challenge 

• Pilot Wings 

• San Francisco Rush 

• Snowboard Kids 

• Top Gear Rally 

• Wave Racer 


• Diddy Kong Racing 

• Extreme G 

• FI Pole Position 

• FI Worid Grand Prix 
•F-ZeroX 

• Mario Karts 64 

• Multi Racing Championship 


• 1080° Snowboarding 

• Aero Gauge 

• Air Boarders 64 

• Automobili Lamborghini 

• Blast Corps 

• Cruisin The World 

• Cruisin USA 


• Robotron 64 

• Shadows Of The Empire 

• Turok 


• Aero Fighters Assault • Goldeneye 

• Chopper Attack • Hexen 

•Doom 64 (UK) •LylatWars 

• Duke Nukem • Mission Impossible 

• Forsaken • Quake 64 ^ 


• Mario 64 

• Mischief Makers 

• Puyo Puyo Sun 

• Rampage World Tour| 

• Tetrisphere a 


• Banjo Kazooie 

• Bomberman 64 

• Bust a Move 2 

• Chameleon Twist 

• Jeopardy 


Killer Instinct Gold • Mortal Kombat; Sub Zero 
Mace • Mortal Kombat; Trilogy 

Mortal Kombat 4 • Mystical Ninja 


• Bio Freaks 

• Clayfighter 63V3 

• Dark Rift 

• Fighters Destiny 


Why not surf our 
service with these 
handy tips: 

Restart the service 
by pressing» 

Move back one place 
by pressing # 


• NHL Breakaway ‘98 

• Perfect Striker 

• Wayne Gretzky's ‘98 

• WCWvsNWO 

• World Cup ‘98 
•WWFWarzone 


• Nagano ‘98 

• Nagano Dlympic Hockey 

• NBA Courtside 

• NBA Hangtime 

• NBA Zone ‘98 

• NFL Quarterback ‘98 


• All Star Baseball ‘99 


• I.S. Soccer 64 

• Madden 64 

• Major League Baseball 

• Mike Piazza’s Strike Zone 


A simple call & you’ve got the cheat 


Including 300 PSX Cheats & Tips 

Calls cost 50p per minute at all times. Average call time 2.3 minutes. 
Hotline does not guarantee the accuracy of the cheats. 


Automatic cut off at 6 minutes. Please seek permission of bill payer. 


Cheats available 
for 100 games 









































A You start In the hub world, 
which Is where youll And the 
flist of the lost crystals/balls. 
This gives you a chance to 
I practice moving It 


Question 

O Very nice cartoon 
graphics 

O Massive array of 
puzzles 

O Realistic physics on 
the ball 

O Original boss 
levels/bonus games 

O Puzzles and bosses 
can be frustrating 


CART SIZE: 


RUMBLE: 


Publisher Nintendo/Hasbro 
Developer: Interactive Studios 
Game Type: Puzzle Adventure 

Origin; _^ 

Release: November (TBC) 

Price: £49-99 


AThe causa of all the trouble Is a daft old wizard. When the game starts, a cutscene 
explains how things went wrong In the once peaceful Crystal Kingdom. 


Jl walking glove and a 
crystal that turns Into a 
ball- whatarethese 
game tiesign Mokeys oh? 


long, long time ago, many 
years before the birth of that 
miraculous creation we have 
all come to know as the N64, there 
was a game called Marble 
Madness. The object of the game 
was to guide a small round ball - 
the marble - through numerous 
levels filled with cunning 
obstacles and marble-mangling 
hazards. Gamers loved it, and 
nothing since has come close to 
matching it... until now. 

G/over takes the best bit about 
Marble Madness ~ the marble - and 
adds something... a glove. But this is no 


ordinary glove, oh no. You see 
(warning, Jackanory moment 
approaching) once upon a time there 
was a peaceful land known as the 
Crystal Kingdom. The kingdom was 
made up of six unique worlds ruled 
over by a good wizard from his castle 
situated in the hub of the worlds. Upon 
this castle were mounted the seven 
crystals which gave the kingdom its 
name. Then one day one of the wizard’s 
spells went wrong, and in the 
subsequent explosion the wizard was 
turned to stone and the seven crystals 
were scattered into the surrounding 
lands, turning them dark and evil. 











































A A blast from the past crops up on the Carnival 
level - Glover can take control of a living 
space hopper to bounce over things! 


A The Atlantis boss Is three huge creatures on 
top of one another. Take out the bottom one 
with the ball and then fist slam the other two. 


Uloveris definitely not an easygame 


Basically, Glover \s a 3-D puzzle game. 
As you progress through the six different 
worlds, you will encounter all manner of 
different obstacles which must be dealt 
with in different ways. Some will require 
you to activate switches, either with the 
ball or with Glover himself. Other 
obstacles might require you to use the 
ball as a missile, or to transform it into 
something else. 

For the ball doesn’t stay in just the 
one shape, oh no. With Glover’s magic 
you can turn it from the standard rubber 
ball into a huge bowling ball which can 
smash through walls, into a magnetic 
ball which will stick to certain surfaces 
or back to the original crystal. 

The different states of the ball, 
combined with the number of things 
that Glover can do with the ball 
(throwing, bouncing, and so on) mean 
that there are a massive number of 
different factors that the game 
designers have been able to use to 
create the puzzles. 

One of the results of this is that 
Glover is definitely not an easy game. 
The ball itself moves incredibly 
realistically, bouncing, rolling and flying 
just like a real ball would - it even picks 
up snow if you roll it through a 
snowdrift. The simple fact that it has 
inertia makes the game a joy to play, but 


A The bonus level on Fear Is a maze game In 
which you must guide the ball around without 
Glover. It’s slightly reminiscent of PaC’Man. 

also means that, for example, when 
you’re negotiating your way along 
narrow platforms it is all too easy to 
underestimate the ball’s movement and 
plunge to your doom. 

... Ifi Glove And War? 

Fortunately this sort of thing has been 
anticipated and strategically stationed 
throughout the levels are checkpoints. 
After you’ve just completed a 
particularly tricky puzzle or negotiated 
some hazardous platforms for instance 
you’ll usually find the welcoming glow of 
one of these, which stops you from 
going mad when five seconds later you 
destroy the ball, Glover or both in a 
foolishly rushed manoeuvre. 


► GLOVER 


A On the Carnival boss stage, Glover finds himself (Itself?) 
on a rotating disc, and must throw the ball at targets on 
the wall to defeat a huge clown. 
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Glover and his ball are 
extremely versatile. Here 
are a few of their more 
unusual moves: 




To cut a long story short, one of the 
wizard’s magic gloves finds himself 
outside the castle and must track down 
the missing crystals and return them 
home in order to save the Crystal 
Kingdom. 

Airs rain,. 

Which is where the game starts. Your 
task is to help Glover find all the crystals 
and bring them back to the cave on the 
hub world. Fortunately, the crystals are 
no longer crystalline, having been 
transformed into small bouncy rubber 
balls by Glover when the castle exploded 
to prevent them from shattering. This 
means that the balls can be bounced, 
thrown, whacked, and pushed around by 
said little white glove in order to get 
them through the six different worlds 
and back safely to the hub. 


A The best bonus level has to be the Atlantis 
one. Cross-Stitch turns you Into a frog and It’s 
time for a 3-D game of Froggeti 


CARTWHEIL 


^isfsLAM 


THROW 


^ Fraaaankiel Do you 
remember me? Cross- 
Stitch the evil glove 
brings ‘Frankie*, the 
Fear end-oMevel 
boss, to life. 

















































Tfr r/fv fleet ftiss HinG 

To help you get around in Glover, there’s a small fellow called Mr Tip. He 
explains how to control the ball and occasionally gives you clues to certain 
puzzles. He’s not the first such help character In a an N64 video game 
though... in the excellent 2-D platformer Mischief Makers, the main 
character was aided by none other than Miss Hint. Perhaps someone 
should set the two characters up on a blind date, and they could get 
together, settle down, get married and have lots of little Tints and Hips! 




The six worlds in the game are all 
beautifully designed and cunningly 
thought out. The levels all adhere 
stridently to the theme of the world they 
are set in as do the enemies that you 
encounter on your travels. Emphasis 
seems to have been placed on both 
humour and gameplay equally, which is a 
pleasant surprise as it was beginning to 
seem that with the N64, a game that was 
funny couldn’t be fun, and vice versa. 

irouHmwfem 

Each of the worlds in the game has three 
normal levels, plus a boss level and a 
bonus level. The bonus levels can only be 
accessed by collecting all the small 
yellow and red tokens that proliferate on 
every level of the game. It’s worth making 
the effort to go back and find them all 



A One of the weirdest enemies in the game is 

this love-struck Triceratops with a handbag, 

who throws herself on top of you! 

though, because each of these bonus 
levels is effectively a game in itself and 
should provide endless hours of fun. 

On the whole, Glover is an extremely 
playable and very challenging puzzle 
adventure, which should take even the 
seasoned gamers out there some time 
to finish completely. That said, some 
people might be turned off by the 
difficulty level, which is a lot more like 
what you would have expected to find 
in computer games some years ago 
than the ‘finished-by-lunchtime’ level of 
play the majority of games seem to 
have now. Fortunately for anyone who 
might be put off by this there is an 
easier level of difficulty for the gaming 
wimps amongst you, the only restriction 
being that you can’t access the bonus 
levels from it. 

No matter what kind of games you’re 
into, give Glover a try and experience 
what a real video game is like! 
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Space Station: Silicon Valley: Hasbro (£39.99) 
Reviewed: Issue 20, 87% 

Banjo-Kazooie: Rare (£49.99) 

Reviewed: Issue 16, 95% 


fitting 
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An overload of cuteness? Maybe. A hugely ' 
entertaining action-puzzle romp? Definitely! 
Like Silicon Valley, also reviewed this issue, Glover attempts 
to do something different, and succeeds. The problem now is 
which one do you buy? /«ndv fAtDcHNim 1 


A The best bonus level has to be the Atlantis 
one. Cross-Stitch turns you into a frog and it’s 
time for a 3-D game of Froggerl 
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Soundbite 

A beautifully conceived and stylishly 
produced 3-D puzzle adventure game. 
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"THE FOURTH EMERGENCY SERVICE‘ 


ESTAB. 1993 PLAY MAGAZINE. 


——US Nintendo 64 



N64 USA and JAPAN 

QUAKE 2 

£49.99 

GOLDENEYE 007 

£39.99 

1080° SNOWBOARDING 

£44.99 

MORTAL KOMBAT 4 

£49.99 

BANJO KAZOOIE 

£49.99 

ISS ‘98 

£49.99 

F-ZERO X 

£49.99 

TUROK 2 

£54.99 

GLOVER 

£49.99 

SILICON VALLEY 

£49.99 

BODY HARVEST 

£54.99 

EXTREME G 2 

£49.99 

WIPEOUT 64 

£49.99 

SUPERMAN 

£49.99 

ZELDA 64 

£54.99 

STAR WARS: rogue squadron 

£49.99 

WCW/NWO REVENGE 

£49.99 

TOP GEAR OVERDRIVE 

£49.99 

S.CA.R.S. 

£49.99 


SKILL, PO BOX 5913, EALING, 
__ LONDON, W1 3 9ZX 

^ 0181 567 9174 
0181 537 8297 fe;;: 


ALL FORMAT 
PLAYSTATIONS^^P^ 
£118.99 Value Pack 

Full Speed-Full Screen-Full Colour 

PLAYSTATION USA 


RESIDENT EVIL 2 £44.99 

TEKKEN 3 £44.99 

METAL GEAR SOLID £44.99 

O.D.T £44.99 

XENOGEARS £44.99 

RIVAL SCHOOLS £44.99 

PARASITE EVE £44.99 

ELEMENTAL GEARBOLT £44.99 
TWISTED METAL 3 £44.99 

BRAVE FENCER £44.99 

THRILL KILL £44.99 

PLAYSTATION JAPAN 

RIDGE RACER £54.99 

ERHGEIZ £54.99 

SOUL CALIBER £54.99 


SECOND HAND GAMES ALSO AVAILABLE 

OUT SOON 


ZELDA, STAR WARS: ROGUE SQUADRON 



“Nintendo” TIDY 
CABINET 

Features Include 

A SLIDING SHELF. For easy storage and access of your console. 
2 STORAGE COMPARTMB!J.XSrForthe safe Storage of all your 
games, eontrofTers, memory cards and cables. 

A STORAGE ^HELF. To tidy away all your recent magazines. 

When assembled, the “Tidy Cabinet” will ke4p your console, 
games, peripheral^ and magazin^ safe and tidy, and is strong 
enough for yourjT.V. to sit on. 

Height 37 cm, Width 34 cm. Depth 32 cm) 

your “Tidy Cabinet” te,lfphone our 



(Dimensions: 
To order 




Credit Card HOTLINE 

i FREEPHONE 


% 


0800 389 9094 




ALL MAJOR CREDIT CARDS ACCEPTED. DELIVERY WITHIN 7 DAYS 
Cheques / Postal Orders should be made payable and sent to 
CORNMEER SERVICES Ltd., 

2 QUADEAST, WARNE ROAD, 
WESTON-SUPER-MARE, BS23 3UU 


















PLAYERS: 




CART SIZE; 


RUMBLE; 


Publisher 


A One ofi|ie fastest animals |n Silicon Valley is 
the ^^ng mouse’. To ^e him his turn of 
spe^Rie’s fitted 


A Holding Z will lock theM^ifferaiiehlm 
you look carefully, you can just see d 
the space station in the distance. M 


^ Mobatic slieep. Foxes with wheels^li^H 
with propellers. Thisisoneweirdiihm& 

f f you’ve seen the film Event It’s at this point that the two ‘heroes for hire’ 

Horizon then you’ll be familiar with storylines diverge a little. In Event robot sidekick E\ 

the basic storyline behind Space Horizon, the government send a crack the spacegoing e 

Station: Silicon Valley. A huge, state*of* rescue team in a multi-billion dollar hand Morris Min 

the-art space vehicle that vanished into spacecraft to investigate the problem, slightly loopy rol 

d^p space some time ago has returned encounter living embodiments of their Not surprising 

suddenly from the depths of nowhere, own worst nightmares and ultimately things up and m; 

and h|e governing forces on Earth want end up in the seventh level of Hell .In craft on the static 

to kn^ why. Silicon Valley, the government sends out body and crushir 


Options 

MEMORY: 

Four save game slots 

CONTROLLER PAK: 
N/A 


A One of the earliest missions involves penning 
some robotic sheep. To do this, you need to 
use a robotic sheepdog to round them up. 


A ‘Walrace 64 ’ is the second bonus game ii 
Silicon Valley 'and is very reminiscent of 
Wave Race] i 


Imaginative animal^ 


A You’ve heard of Rommel, the Desert Fox? Well, meet another 
desert fox - and this one’s packing some heavy firepower! 


Developer: 

DMA Design 

Game Type: Puzzle/adventure 

Origin: 

UK 

Release: 

November 




























Take control of a ram, and you gain a 
posse of sheep! Although the sheep are 
actually fairly useless in this respect, on 
later levels you can take control of the 
penguin and rat kings, who have their 
own little army of followers that will 
attack on your command. 


You got the Log jlidc working! 


... which sets the logs on the water moving. 
Then all you need to do is switch back to the 
hyena, and it’s time for a mini-game of Froggerl 


A Taking control of an extremely heavylfhimal, 
the pink hippopotamus, you can sink below 
the water to trigger a switch... 


any dead robot that he wishes, and this 
concept is what the majority of the 
puzzles that make up each level of the 
game are based around. 

The idea is to move from level to level 
activating, deactivating, repairing and 
destroying various station systems 
along the way. To assist Evo in his quest, 
Dan offers helpful (and not so helpful) 
advice from the safety of their grounded 


and he spts out to find the necessary 
means to repair himself, their craft and 
the space station while at the same time 
attempting to’discover what happened 
to the station crew. 


^ No desert would be \ 
complete without a can 
The camel’s main 
armament is, of course, 
projectile spitting. 


'Boify-Snatching Bot 

You assume control of Evo’s,chip just 
after he’s parted company with his head 
and the first order of business is to hop 
ihto the body of the defunct robotic 
sheepdog. This is one of the innovative 
features of Silicon Valley. Evo has the 
•'ability to transfer his consciousness into 


Evo. is that you? I 
favourite 


A Intrepid hero Dan elecl^jla let Evo do all the 
work while he sjtsusafel^^in the cockpit of 
their spacecraft. What aibrave chap! 




space Station: Silicon Valley isn’t actually the first video game to use the 
idea of possessing robots as a gaming element. Back in the days of the old 
Commodore 64 , a classic shoot-’em-up called Paradroid did exactly the 
same thing, albeit with far simpler, less outlandish robots. 
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type 

envronment 
ski A 
si<f B 

WMter rest^ 
moss J 
armour 
strengthj^M 
traction 9 
fal diston^ 
production 
engne 
mteig 


eiropc 
jump 
bft« attack 
cxcelent 
medMn 


overage 

medtmi 

medium 

electric 


A Bary tiirsc 
get a fBturistti: 

all the functions df that particular 


SihiL^n liieial nvtaoing £> th« 

mmi YSeiLconifoi a dog with tho 

wutii,* of £^53^ in this first 


Explains 


little disturbed by it all, but after a while 
you’ll come to understand the fun 
involved in butchering innocent 
penguins and launching rocket attacks 
on bunny rabbits with helicopter rotors 
for ears. . 


You can’t just go around killing 
everything either. While you’re initially 
fairly safe annihilating pretty much any 
animal you see and taking control of 
them for a bit of driving and weapons 
practice, on subsequent levels it 
becomes imperative that you don’t kill 
the wrong ones. On one level, for 
instance, several small penguins hold 
notes that you need to complete a tune. 
The penguins will only give up the notes 
to the right animal and if you 
inadvertently kill any of them you won’t 
be able to finish the mission. 


ship. It’s then up to Evo to assume 
control of the various robotic animals he 
encounters in order to complete various 
tasks - the only catch being that he 
must kill the animals first. 

As a result, a lot of the gameplay in 
Silicon Valley myoWes beating, shooting, 
squashing or otherwise maiming a 
whole host of weird, cute, cuddly 
animals. If this seems a little sick, it is! 

At the ECTS show, one of the guys who 
worked on the game explained that DMA 
deliberately decided all the animals 
should be robots for the very reason 
that they could then do all manner of 
unspeakable things to them. 

Robots they may be, but a robotic 
cute bunny still looks like a cute bunny! 
Those of you with a slightly warped 
sense of humour are going to love the 
visual gags in this game. Those of you of 
a more sensitive 

disposition might be a W1 f/a f I < 


A On tfivels of the third 

second-generation camel. 
This one has a gun turret 
on his b^k! 


Worlds IMithm 

The levels in Silicon Valley-30 in all - 
are divided into four distinct 
environmental sections; European, Ice, 
jungle and Desert. Each environment 
has its own terrain and Its own 

► environment-specific wildlife. 

Puzzles in the game start off 
fairly simple and get progressively more 
complex as you move through the game. 
On the first level for instance, the two 
tasks are to find a sheep (in other 
words, kill and possess it) and to locate 
some energy, neither of which should 
present much of a problem. On later 
levels, however, the puzzles become far 
more complex. 


Turhwp Ttmrtoise 
Actions 

Silicon Volley is fairly non-linear In 
nature. Within a level, the various 
missions can usually be completed In 
any order, although sometimes you’ll 
need the result of one mission to finish 
a different one - you might need to 
activate a computer as one mission 
objective and then make use of that ^ 


A Audio is another innovatfv^ 
element. The closer you geg 
to the speakers in the ganlel 
the louder the music ge^j 


A The elephants are one of the 
biggest animals in the game. 
To get control of this one 
though, you’ve got to kill it 
with your racing tortoise. 











WotMlTou 

lUfeZh^ps 

WStbriMt? 


Evo’s cerebral chip can actually move 
around without a body to a limited 
extent. However, this isn’t 
recommended as the chip is fragile and 
loses health the longer It Is sans body. 


computer for a second objective. As far 
as the stages themselves go, you only 
need to complete some of the levels in 
the first stage to open the first level in 
the second stage. This means that you 
can start a new environment before you 
finish the previous one, thus (hopefully) 
preventing you from getting stuck on 
one level and the whole thing becoming 
too frustrating. 

The final level of each environmental 
stage is a bonus game and the reward 
for the winner is a piece of Evo’s 
original robot body - after all, he 
couldn’t very well go back home and 
visit the local heroes’ club wearing a 
sheep, could he? These bonus games 
are nicely thought out, and the final 
one is almost a game in itself! 

H-Wvo-lutionary 

Uam^play 

Silicon Valley is unusual in that it’s an 
attempt at an innovative game that 
actually works. The variety of different 
animals that you control with their 
widely differing control methods and 
abilities means that the game never gets 
boring, and the fact that it’s possible to 
go from an elephant to a flying parrot to 
a swimming fish - all of whom have 
unique control characteristics - means 
that each level can be totally different in 
gameplay to the previous one. 

The puzzles in Silicon Valley are varied 
and fun, preventing the whole thing from 


A Assume control of a 
vulture or any of the other 
flying roopts, and you can 
take to the skies for some 
flying practice. 


just becoming a matter of repeatedly 
killing things, and this is yet another 
factor which keeps the interest going. The 
learning curve is well thought-out - you 
should breeze through the first few 
stages fairly easily, giving you a chance to 
get used to handling the first animals you 
encounter, but pretty soon everything 
becomes a lot less obvious and you’ll find 
yourself needing to put a lot of thought 
into the game. This isn’t a game you’re 
^oing to finish overnight. 

If you like cute cartoon animals and 
mind-boggling puzzles then you’re going 
to love this game. At the same time, if you 
hate cute cartoon animals then you’re 
going to enjoy being able to massacre 
them. So, something for everyone! 


opinion 


You’ve got to admit, Silicon Valley is different! 
it’s also extremely playable, and surprisingly 
tough in places. The numerous animals have loads of 
character, and having to switch between them to solve puzzles 
will keep your brain buzzing for agesX^3^i|^^Qj]H 


► Thpiin^l b^us gf me is a ■ 
boxing match.’Ypu start off, 
facing a camel’ but 

soojKome up against some 
. far more handy opponeiH^V**ir 


M TheXfs^^^^re 
hila 

walk is brilliant to watch, 
but don’t let them get too 
close or... they go crazy! 




Banjo-Kazooie: Nintendo (£49.99) 
Reviewed: Issue 16, 95% 

Glover: Nintendo/Hasbro (£ 39 - 99 ) 
Reviewed: Issue 20, 85% 


A: Special 
ability one 


B; Special 
ability two 


C Up: Zoom camera in • C Down: Zoom camera 
out • C Left: Pan camera left* Pan camera right 


Ouercill % 


Weird, sick, quirky, innovative 3 -D 
arcade puzzler. 











'Written by: 
'Ben Itnvrence 
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Where do they sell those 
horrible coloured'XXXt 
leotards? We wantsomel 


CART SIZE: 


t X 

RUMBLE: 



-- 

Publisher 

THQ 

Developer: 

THQ 

Game Type: 

Wrestling 

Origin: 

USA 

Release: 

November ’98 

Price: 

£49.99 


T hose nutty Americans just love to 
watch bearded, tattooed men 
throwing each other about in a 
ring. They also love taking the part of 
those hairy giants, and another 
wrestling game has arrived to prove it. 
Big Daddy would be doing clotheslines 
in his grave. 


THQ made their N64 debut with a well- 
received wrestling game (WCW Vs NWO 
World Tour). Because they obviously hit 
upon a good thing, they have produced 
another spandex covered sweatfest. 






A The look on the British Bulldog’s face says it 

all. Lets hope his opponent isn’t too scared, or 

else the Bulldog is in for a hearty treat! 

The first thing that struck us about 
Revenge was the gorgeous chunkiness 
and animation of the wrestlers. Although 
some of the bigger guys are fairly blocky, 
the movement and execution of grips and 
manoeuvres are beautiful. The wrestlers 
can clothesline each other, jump from the 
corners, bend limbs into origami birds 
and everything else you would expect to 
see from the overweight circus clowns. 
These qualities come with every wrestling 
game, but where Revenge excels is not 
only the ability to fight outside the ring 
(like other games) but you can allow the 
crowd to join in! Yes, these psychotic 
soda-slurping spectators will gladly hand 
you a dustbin to clobber your opponent 
with. Thank you, very handy. 

When you do pull off a killer move, of 
which there are loads, the camera 
automatically replays a quick burst of 
the action from the best angles - an 
excellent new addition. It also makes 
the game more of a televisual 
experience, as does the heavy metal 
soundtrack, but be prepared to grab 
the mute button if you’re not into that 
type of music. The choice of wrestlers 
could also fill a home shopping 


Rick Steiner 

':5p<nn.i(i' 


A Give one opponent enough of a licking and 
another will bound towards you with their 
deformed face. Arghh! Run away, run away! 

catalogue. The old favourites are here, 
which means Hulk “I want to be Arnie” 
Hogan gets the chance to tear some 
t-shirts, but there are also a pack of 
completely original wrestlers, all of 
whom can be customised to your 
specifications. THQ Man looks like a 
Marvel superhero, and fights like one 
too. We wonder why that is? 

Ukmt'Hi^st€Kks 

There are numerous arenas, as well as 
styles of wrestling match. From one-on- 
one exhibition fights to world 
championship, all tastes are catered for. 
Options like tag teams and the Battle 
Royal mode, where up to 40 fighters 
queue up to slug it out, all give Revenge 


(The choice of wrest 
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A Sit on the poor guy and 
tickle him. This will have 
him giving up in next to no 
time and laughing as he 
does it. 


◄ The tag team option 
allows your wrestlers 
twice the fun. It also 
means twice the amount of 
bruises they can endure. 






























TheHeaa 


A He’s not heavy, he’s my bearded nemesis. The 
look on his face suggests the hard floor 
doesn’t look that appetising. 


^ The skeleton was on his way 
to a fancy dress party when 
he got bullied into doing this. 
He now regrets not hiring the 
naughty schoolgirl uniform. 


A The t-shirt ripping, 
gremlin-threatening 
Hulkster is still in the biz. 
He must be coming up to 
his 8oth birthday soon. 

▼ Look at the struggle 
etched on the wrestler’s 
face. Can he continue 
knowing he’s got a huge 
rip in the seat of his pants? 


longevity. You can even get out of the 
ring and start beating up your rival’s 
manager if you like. 

The main thing worth noting is the 
combat system. Although the moves are 
superbly carried out, once a lock on to 
your opponent is established, getting 
there is a bit problematic. This normally 
occurs during a Battle Royal style bout 
when there is more than one wrestler to 
have a go at. You may find your 
wrestlers standing looking menacingly 
at each other rather than carrying out 
the Boston crab. After a quick slap 
across the chops though, your opponent 
soon realises that it is him you want to 
start on, so they are more than happy to 
oblige you! Another strange thing we 


noticed was the way the wrestlers slid 
across the canvass when in close 
contact with others rather than moving 
their legs. 

These criticisms are hardly that 
substantial, because it serves up so 
many arm twisting dollops of variety 
that if WCW Vs NWO Revenge were a 
confectionery. Quality Street would be 
put out of business! A worthy contender 
in the completely 
unrehearsed world of 
wrestling. Worth a peek if 
you’re a fan. 


nd opinion 

With the new characters, better animations 

- and weapons in the ring, this is a definite 

improvement on the first WCW game. Although graphically 
Revenge isn’t quite as good as WWF Warzone, it just pips it at 
the post for gameplay, making it an essential buy! Roy Kimber 


natmg 





This is THQ’s wrestler. He’s one mean 
piece of lycra-covered leaping lunacy! He 
puts up quite a struggle, so selecting him 
is one way of learning his moves. To 
outsmart him, pull the hood over his eyes 
and blow a raspberry. That should do it. 



A; Upper body 
attack 


B: Lower body 
attack 


C Up: Leave ring/enter ring • C Down: Run/ 
clothesline • C Left: Not used • C Right: Not used 


D-Pad: Move wrestler/ ^fz: Not used 

Enable combos j [ 


IMemative 


WCW Vs NWO World Tour. THQ (£ 54 - 99 ) 
Reviewed: Issue 9, 83% 

WWFWarzone: Acclaim (£59.99) 
Reviewed: Issue 16, 90% 


Hcitffig 


iMiijjiii 

000 





Dvercill 


un 

Soundbite 

Leotard wearing loonies on top form! 
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► NHL '99 


A Smacking them home, your players then Jump around 
like loonies and wave their sticks in the air. Bless *em. 



A Itsy Bitsy Teeny Weeny little fellas all playing ring-a- 
ring-a-roses... with body armour and face shields. 



A This place is huge! At one point we thought we saw Jean 
Claude Van Damme swinging from the scaffolding. 
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RUMBLE: 


\m ^ t 

Publisher 

EA Sports 

Developer: 

EA Sports 

Game Type: 

Sports sim 

Origin: 

US 

Release: 

Out Now 

Price: 

£A 9-99 rrp 



O Hi-res 


O Easy to control 
O You can fight! 

O Numerous teams and 
camera angles 

O As smooth as a 
vaseline sandwich 

O Large borders 
© It’s ice hockey 
O England are rubbish 



1ceskating7 

Forslsslej^ 
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A Face off! Concentrating on the opposition, 
noting their positions and thinking tactfully. 
Alternatively just ram them off the ice! 


here have been quite a few ice 
hockey games on the N64 and 
some have looked surprisingly 
samey. No, we’re not looking at you, 
Wayne Gretzky. Oh all right then, we 
are... and we’re pointing. Hang on 
though, sliding across the ice in slow 
motion comes something else. The 
crowd is cheering, the tannoy is 
bursting with over excited 
commentators and someone’s dropped 
their hot dog. EA’s NHL *99, the long 
distant cousin of the Sega Mega Drive’s 
NHL game (which we so fondly 
remember) has just entered the rink. 
Torvill and Dean, get off and let us 
watch some serious action. 

MHlo^ely 

Unfortunately, ice hockey isn’t that hot 
over here in Blighty but is apparently 
the fastest growing indoor sport, which 
means those eager to get beaten up on 
a solidified pond should well take a 
look at this. Featuring all the NHL 
teams and top international sides, all 
superbly animated in hi-res, you can 


then play any match (is that what 
they’re called?) that the NHL 
recognises. Selecting any team you 
want, it’s basically business as usual, 
undertaking friendlies, tournaments 
and championships. Only more so. 

The controls are devastatingly simple 
and the analogue stick literally 
pirouettes about in its socket when 
used. The players seem to take 
pleasure in being controlled, sliding 
about and thumping each other with 
the most graceful right hooks you’ve 



A So eager to put the puck in the goal, a huge 
bundle takes place ending in shattered bone, 
blood, and loud cheering from the crowd. 


























































▲ Taking too many knocks, the players then lay down for a 
bit and let everyone else get up to mischief. 


ever seen. Yes, something we are all 
glad to see are the one-to-one fisticuffs 
that take place on the ice. They’re no 
Mortal Kombat contenders, but hockey 
wouldn’t be hockey without a good 
punch up. 

Every aspect of ice hockey has been 
included, ranging from penalty time off 
rink, shootouts and the annoying organ 
music to the commentators urging 
people to buy their souvenir 
programmes. If it were any more 
realistic you’d need mittens! 

HWrLooks 

The attention to detail was a major thing 
that got us rubbing our sweaty palms - 
well, Roy rubbed his sweaty palms, we 
rubbed our dry palms. The ice rink 
looks, sounds and would probably smell 
like real ice if we could get close enough 
and with numerous camera angles it is 
possible to get any decent view 
imaginable. The atmosphere generated 


A The Stepford Ice Hockey Players. They all 
look the same, all sound the same and are 
probably robots underneath. 


by the crowd comes across so well too, 
that they boo if the away team starts 
scoring, juicy! The players react to goals 
and other characters just as you would 
expect, and even the ref can be skated 
through so he doesn’t interfere with 
play. Even juicier! 

One rather spooky thing was that the 
texture-mapped faces of the players. 
They all looked the same. This is either 
down to cloning, or they are all from a 
large interbreeding family. No worry 
though, simply customise your own team 
complete with their own faces, numbers, 
weight and height. A word of advice 
though, a team of four foot players 
weighing over 30olbs aren’t going to win. 

If you already own an ice hockey game 
the chances are you not going to be 
skipping off down the shops with a fat 
wad of money for this one. If, however, 
you don’t own one yet, and are 
Interested in learning the delicate art of 
arguing over a flat carbon disk with other 
fully grown men... on Ice, give NHL ’99 a 
once over. It’s the best ice hockey game 
on the N64, it’s just a pity hardly anyone 
cares about the sport in England. 


Wayne G’S3-D Hockey '98: GT (£59.99) 
Reviewed: Issue 10, 78% 

NHL Breakaway: Acclaim (£59.99) 
Reviewed: Issue 12, 85% 


► This guy is going to have 
to use all that padding 
just to remain standing. 
It looks like he drew the 
short straw. 


35% W Vf3l X.3'} 39->!r9 
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A: Shoot 


B: Face off/ 
Toggle players 


C Up: Toggle player configuration • C Down: 
Fast skate • C Left: Not used • C Right: Not 


D-Pad: Control 
players 


^nd iipinion 


OwraH % 


This game is fast, smooth and responsive, with 
a massive range of options and excellent 
graphics. When the camera pans round the arena at the start 
you could mistake it for real video. Against the other hockey 
games available it’s easily the best of the rest! 
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A The only problem with Devil Gundam comes if 
he manages to get into the air. At this point 
he becomes very difficult to hit. 


A Okay, you’ve got a bloody great laser cannon, 
so you shoot him in the head, right? Nope, 
you trip the guy up - he didn’t expect that! 


A Every robot has a devastating super-special attack. When you activate this, the 
screen darkens and pilot of the robot appears. 


It's not super, 
it doesifthtnfe 
spirit, but it 
does have 
somerohotsl 


O ccasionally, a game appears 
that can only be described as 
‘ahead of its time’. This happens 
all too seldom. Unfortunately, far more 
often a game appears that can only be 
described as ‘behind its time.’ Super 
Robot Spirits fits into the latter category. 

If this game had come out around the 
time that the N64 was first released, 
about two years ago, then everyone 
would doubtless have raved about the 
‘massive polygon action’ and the 
‘awesome special moves’. 


As it is, following on the heels of beat- 
’em-ups like Mortal Kombat4y Bio 
Freaks and Mace: The DarkAge^ Super 
Robot Spirits drops into the category of 
‘nice idea, shame about the game’. 


The plot behind Super Robot Spirits will 
be familiar to anyone who’s a fan of 
Japanese anime and more specifically, 
Robotech. In the future it seems, all 
combat will be taken on by giant robots. 
In this way, when war breaks out, rather 


A This rather nice 
visual effect 
signifies the fact 
that Master Gundam 
Is about to kill you. 


^ This Is one of 
fudecca’ls attacks. 
She morphs Into a 
giant scorpion and 
attacks with her tall. 


A Fighting In water is a change from fighting on 
land except for the fact that the gameplay is 
exactly the same. 


This gameiusthoiie 


3 


Remember that classic cartoon Battle Of The Planets? For those that 
don’t, it was a violent Japanese anime cartoon cleaned up for the UK 
market by the clever plot device of declaring all the bad guys who died 
by the busload every episode to be robots. The heroes were G-Force, 
which consisted of a heroic leader (Mark), an angry rebel Qason), a girl 
(Princess), a fat bloke (Tiny) and an androgynous kid (Keyop). Anyone 
who wondered what happened to G-Force when the series ended, take 
a look at the team piloting giant robot Voltes V. Look familiar? 




A In the future (apparently) robots will be an 
awful lot more athletic than they are now - 
this one could do his own exercise video! 


PLAYERS: 




CART SIZE; 


RUMBLE: 


Publisher 

Ban presto 

Developer: 

Banpresto 

Game Type: 

Beat-’em-up 

Origin: 

Japan 

Release: 

Out now (import) 

Price: 

£5999 







































































'ml opinion 


What the producers were trying to do with SRS 
was give it clean, anime-style visuals. 
Unfortunately, it just looks like they couldn’t be arsed to finish 
the graphics! You can also beat the game on your first go using 
only one button. One for the scrapyard. 


'Ratbag 


iglia 



A One way to avoid a nasty attack is to take off. 
You can then hover above your opponent and 
shoot down at them. 




Suppiiedby: 

Department i 

Contact info: 

(0171) 916 8440 




J^uestHM 

O Excellent anime 
sounds and music 

- O Quite nice animation 
I O Only a few combatants 
O Too easy to complete 


rs'average! 



than millions of people getting 
slaughtered, a couple of robots get a bit 
dented. Civilised or what? 

When Super Robots Spirits was seen 
at Space World last year, there were 
comments that it’d look very nice once 
they put the textures in. Sadly the 
textures had apparently already been 
put in. Because of this, the game looks a 
lot like an early Saturn product. 

The proof of the pudding however is 
in the playing, and \f Super Robot Spirits 
had top-notch gameplay then maybe the 
fairly middle-of-road graphics could be 
overlooked. Unfortunately it doesn’t. 

Some thought has obviously gone 
into the game as each robot - of which 
there are ten in all, although only seven 
are initially playable - has a wide range 
of moves and some fairly impressive 
special attacks. The sad thing, though, 
is that you can beat every robot using 
just one punch. 

The arenas in the game are nicely 
detailed but totally barren, with inert 
scenery that doesn’t have any affect on 
the combat at all. The only innovative 
part is the air combat, where the robots 
take off and hover at a set height. It’s 
then possible to shoot down at 



A The giant robot wheelbarrow race looked to 
be a walkover for last year’s champions, until 
it all went horribly wrong. 



A The final robot, judecca, is huge and has a 

vast array of deadly special attacks. Punch 

her several times though and she’s history. 

opponents, or, if they take off too, 
continue the fight aloft with slightly 
different moves. 

Unfortunately this was done better in 
Bio Freaks. The aerial combat is 
basically the same as fighting on the 
ground but with fewer moves. And it’s 
important to mention that if the CPU 
player takes off first you’re hard pressed 
to beat them, as they knock you down 
every time you attempt to fly. 

^iritsT 'Minei 
Riyhisky! 

It’s possible that fans of giant robot 
cartoons might be attracted to the ‘robot 
battle’ aspect of this game, but it has to 
be said that on screen they play much 
like characters in any other beat-’em-up, 
only less responsive. Now if it had tanks 
and buildings with small men running 
and screaming from the devastation the 
robots caused, then that’d be 
something, but it doesn’t. 

This game just hollers ‘average’. You 
can almost see the game the designers 
were trying for, but they haven’t quite 
succeeded. You might like it if you’re 
an anime robot obsessive, otherwise 
stick to MK 4. 



Ov&tlH 


Soundbite 

Average beat-’em-up that would’ve been 
okay a few years ago on the Saturn. 


C Up: Shoot • C Down: Shoot • C Left: Shoot 
• C Right: Shoot 


JMemative 


Mortal Kombat4: GT Interactive (£ 44 - 99 ) 
Reviewed: Issue 19, 86% 

Bio Freaks: GT Interactive (£44.99) 
Reviewed: Issue 19, 82% 
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Sofiie yifouMst^that 
drhring round and round in 
circles is biU'ing. MJISCJIIt 
fans would disagree... 



many people in Britain 
know a lot about NASCAR 
stock car racing. Although it’s 
shown on British television very 
occasionally, such as when Nigel 
Mansell tried and, er, failed, most 
people’s experience of NASCAR will 
probably come from the Tom Cruise film 
Days Of Thunder. 


RUMBLE: 


Publisher 

EA Sports 

1 Developer: Stormfront Studios | 

Game Type: 

Racing Sim 

Origin: 

USA 

Release: 

Out now (import) 

Price: 

£49.99 



L The in-car view is nicely done, with a 
responsive steering wheel and moving hands. 
Unfortunately it limits your view of the track. 


Question 

O Very fast 

O Tinker with all car 
specifications 

O Racing in a circle 
becomes repetitive 

O Tracks fairly boring 
to look at 

O No lasting appeal 
unless you’re a 
NASCAR fan, and 
even then... 



A Fins of tht sport can find out tht latost Info 
on thoir fovourlta drfvars. Hmm^ I have the 
sudden urge for a hamburger. 



L After each race you’ll get a newspaper, the 
headline of which depends on how you did. 
Try to control your excitement. 


JSemory 

Ogtkms 

MEMORY: 

None 

CONTROLLER PAK: 
Stores race position, 
settings, etc 


In the film (and indeed, on TV) the 
sport is fast, dangerous and exciting. 
These elements are what any NASCAR 
videogame needs to make it a success. 
Sadly NASCAR *99 doesn’t quite pull it 
off. In fact it comes across about as 
dangerous as a game of Scalextric, and 
a lot less exciting. 

For those that don’t know, in NASCAR 
the cars are all fairly similar. They have 
to be based on one of a few ‘stock’ 
designs (hence the name) with similar 
engines and chassis. This means 
everyone starts off fairly equal and it’s 
skill alone that decides the winner, with 
maybe a little bit of luck. 

OetlTour 
?fotor HufMiAngL.. 

NASCAR '99 offers a massive range of 
options, which isn’t surprising as EA are 
renowned for their front-end 


j!j 

tiuiM 
HMSr tAi* 




A The full-screen view is extremely fast, and the 
best view for getting a real ‘racing’ feel. It 
also emphasises the ‘fade in’, though. 


A At the beginning of a championship race you 
get statistics on the drivers and their cars in 
grid order. Ooh. 


Less exciting than 


presentation. Adjustable features 
include the car setup and handling, the 
strength of the opponents, car damage 
and the laps per race - from one to four 
hundred! All the options screens are 
easy to read, and there’s a quickstart 
option included for those who just want 
to get straight into it. 

The speed of the game is pretty quick, 
a lot better in fact than the 
disappointing GT64, and the cars are 
nicely detailed. If you elect to have 
damage switched on, then colliding with 
other cars or track walls can result in 
wings breaking, bonnets buckling and 
even wheels falling off. This is fun at 
first but quickly becomes irritating, 
because your car falls behind the pack if 
it takes too much damage. To prevent 



A Unfortunately NASCAR *99 doesn’t support more than two players. The two-player split-screen is 
still fairly fast, but the level of detail is lower. 





















































A The two-player mode does, rather unusually, 
include an in-car view. However, it’s a very 
simplified one. 



NASCAR is noisy, repetitive and 
ultimately boring... so it*s just like 
the real thing! it looks dated, the 
controls are appallingly wooden 
and the commentators should be 
strung up by their testicles. With 
barbed wire. Even the frequent 
crashes are lame! Andy McDermott 


Hitting 
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game ofScalextricl 


this you can turn the damage off, or 
there’s the option for limited damage so 
you can watch bits fly off without 
inhibiting your performance too much. 

MfHUHMboutMacmg 

Fairly quickly you’ll notice one thing 
about the game. Nearly all the tracks are 
oval in shape, meaning that you’re 
constantly turning left - and nothing 
else! There are two tracks of a less 
regular shape, but even these aren’t 
very challenging when compared to your 
average rally or Fi track. 

This is the thing about NASCAR ’99. 

If you’re into NASCAR racing, and like 
the thought of driving in a circle 
hundreds of times doing very little apart 
from admiring the scenery - of which 
there isn’t much - then this game might 
be for you. If, however, you like your 
driving a bit more varied, then you’re 
not going to be impressed. 


A Although flipping the car 
out is pretty good fun, it’s 
not advisable to do it in a 
serious race, otherwise 
you’ll end up way behind. 


OwnlTour Own 
^aceYntcIS 


It has to be said that even NASCAR 
fans might not like this game because 
although it does run fairly fast, it doesn’t 
capture the thrill of the real thing. 
Although there’s no pop-up, the 
background instead fades in, which is a 
bit naff considering that there’s not 
much to it! 

Two-player mode is okay, although 
the sparse scenery is further simplified. 

If you are a NASCAR fan, then perhaps 
give this a look, but you’re likely to just 
be disappointed. Again, just what is it 
about the N64 and racing games? 



NASCAR ’99 really isn't as exciting as the popular ‘racing-small-models- 
cars-around-a-loop-of-track’ hobby that is Scalextric. And when you consider 
that for £50 - the price of NASCAR ’99 - you could get a very nice set... well, 
there’s just no contest really! 

To save you spending even that though, Hornby Hobbies has generously 
supplied us with a top of the range Le Mans Scalextric set, featuring the 
Porsche 911 GTl, to give 

away! To win it and become t ~~ 

everywhere, simply tell us 

address marked‘Scalextric I j | 



A Here both player 1 and player 2 are in trouble 
- as you can tell from the amount of smoke on 
both screens. 



R: Shift up 


L: Shift down 


A: Accelerate 


B: Brake 


C Up: Not used • C Down: Toggle camera • 
C Left: Toggle HUD • C Right: Not used 


D-Pad: Not 
used 


JUtemative 


'Rating 
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Owratt % 

Soundbite 

An average racing game that’ll 
probably only appeal to NASCAR fans. 
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► NASCAR '99 


GT64: Ocean (£59.99) 
Reviewed: Issue 16, 64% 

F-i WGP: Nintendo (£39.99) 
Reviewed: Issue 20, 94% 
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64 


Publisher Nintendo/ 

Video System 

Developer: Paradigm 

First Reviewed: Issue i8 


A Could this be unlucky 13 for Eddie Irvine as he 
hurtles around the twisty-turny streets of 
sunny Monaco? 



A Just before you leave a pit stop you’re given a 
none too subtle warning message - can you 
guess what is? 





M. SCKUMACHC8 O . * 
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A Now that’s got to hurt! Crashing into a barrier 
results in a veritable shake-a-rama if you’ve 
got your Rumble Pak plugged in. 
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Options 

MEJVIORY: 

Four save slots 
CONTROLLER PAK: 
N/A 


Thebestwn^ 
racer finaHy 
hitstheVK, 
leaving the 
competition in 
thepits! 




A Here we have David Coulthard basking in the 
glory of a win - although you’d have thought 
he would have preferred a bottle of bubbly? 


IP&ll 


'Performance 

How does the UK version 
compare in terms of 
speed to the import cart? 

Borders: None 

Speed: Same speed 
as import 



V 


J nless you don’t have a 
television, you couldn’t have 
missed Nintendo’s aggressive 
marketing of F-i World “Let’s see that 
again!” Grand Prix. As unusual as it may 
seem, this time the hype is worth it. The 
US version of the game was reviewed in 
issue 18 (94% - Sizzler) and you’ll be 
pleased to know that there are no 
apparent differences with the UK 
conversion. Unlike the previous 
Paradigm N64 conversion, Pilotwings 
64, F-i World Grand Prix is practically 
borderless - a lesson for converters 
everywhere. 

All the elements of the American 
edition of the racer are here; five 
modes (Exhibition, Grand Prix, 
Challenge, Time Trial and two-Player 
head-to-head); varying skill levels; a 
choice from the 111997 teams and their 
22 drivers; and, of course, the 17 
countries and their respective courses. 

F-i is a rewarding racing experience, if 
you have the patience for it. Let’s make 
no mistake here, the game is very 
difficult to get the hang of (even in 
Rookie mode) and initially your control 
pad will probably end up smashed up 



A Eddie Irvine thumps heavily over the kerb and 
onto the grass. “Let’s see that again! Let’s see 
that again!” 

against the wall as often as your 
Formula 1 motor. If you haven’t already 
got one, we here at 64 Magazine would 
seriously advise investing in a decent 
steering wheel if you’re going to play 
F-i, It’s not impossible to play without 
one, but it is darn sight easier and - let’s 
fact it - a hell of a lot more realistic. 

Speecfltacer 

If your dream involves fast cars, oil, pit 
stops and hairpin corners, then you’ll be 
in your element playing F-i. However, if 
you are not a huge racing fan, F-i will 


W-1 is a revifartiing racing experience. 


ORAND BAKCILUNA 

PfIfX GRAND RRIX Of I 

SPAIN 


(Tip'll 



A And you thought bombing around town in the rain was bad enough.. 


A Just one of the Grand Prix tracks on offer that 
have been realistically simulated into a few 
inches of grey plastic cart. 


A The Time Trial mode allows you to try out the 
Grand Prix tracks on your own, without the 
added hassle of competing racers. 

































R: Gear up 


L: Gear down 


A: Accelerate 


B: Brake 


C Up: Accelerate • C Down: Rear mirror • C 
Left: Left mirror • C Right: Right mirror 


Z: Gear down 


D-Pad: Not 
used 


JUtemative 






ISameplay 




Challenge 




probably leave you standing in the pits 
wondering what all the fuss is about. 

The graphics are simply stunning, and 
the variable camera modes allow you to 
really put yourself in the place of a 
Formula i driver. The only fault 
graphically is that sometimes a little bit 
of fogging is noticeable, but it’s not as 
bad as Turok or Fog - sorry - Buck 
Bumble. Oh, and slowdown is a very rare 
occurrence - and forgivable considering 
the fact that Paradigm has bravely 
attempted to replicate the real courses 
in almost perfect detail. 

It is a pity that F-i does not include a 
four-player option, but considering the 
detail of the aforementioned track 
simulation, we should be grateful that 
there’s a two-player option in the first 
place! The latter is guaranteed to get the 
pulse going, as you attempt to beat your 
friend to the finishing line. Although 
there are a veritable ton of options to 
enhance the game’s realism and 
longevity, it would have been a wise 
move to include an Arcade mode, 
allowing players to jump in without 
having to navigate through umpteen 
menus and options. 


if you have the patience for it 


▲ Friendships will be ruined 
if you take F-i’s two-player 
mode too seriously, but if 
your mate can’t take a 
sound beating... 


Duerall % 

If you’re serious about motor sports, 
you’ll get a lot of mileage from f-i! 


A If you really want to, you can be Damon 
Hill... which is nice (although you don’t 
get his salary into the bargain). 


A The top Action Replay mode allows you to 
watch your last lap (although If youVe come 
in 21st, ifs not something to shout abouti). 


randl^nx 


nd opmmn 

Apart from slightly faded colours, which 
usually happens with PAL games anyway, F-i 
WGP is a spot-on UK conversion, keeping all the speed and 
playability of the import game. If you want to buy an N64 
racer, this is your boy! Andy McDermott 


noftwia 




A You can make a pit stop during a Grand Prix 
race, which will allow you to alter your tyres 
and get a fuel top-up. 


In fact, the latter point is probably 
something that will alienate F-i from the 
casual purchaser or non-motor racing 
fanatic. With F-i being released in 
Nintendo’s £39.99 ‘budget’ line, you are 
getting a much better deal for your 
money. The wide variety of courses and 
additional features such as the 
Challenge modes (and a secret track of 
course) also mean that you’ll be playing 
F-i for a very long time. Here’s hoping 
that the quality of this title is indicative 
of future N64 releases. 


Fi Pole Position: Ubi Soft (£59.99) 
Reviewed: Issue 6, 63% 

Top Gear Rally: THE Games (£54.99) 
Reviewed: Issue 7, 85% 
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► WAIALAE COUNTRY CLUB 
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A This circular g^auge shows the power of 
the shot. The red section at the top 
gives the most power, but risks making 
a bad shot. 



A When the ball is in flight, you can 
select from a number (three, to be 
exact) of different viewpoints. This one 
is ‘exciting’. Apparently. 
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A Our hapless golfer has gone and got 
himself stuck in the trees. There’s 
never a mute Korean caddy around 
when you need one! 


IMndloe 

CoonfryCkiO 



PLAYERS: 


( 2 ) 


CART SIZE: 


Developer: 
Game Type: 



'P&formtmce 

How does the UK version 
compare in terms of 
speed to the import cart? 
Borders: None 

S peed: Same as ever 
(golfer-speed) 



MEMORY: 

Saves tournament 
rankings and scores 

CONTROLLER PAKi 


Elf en a seal club 
ismorefunl 


games on the N64 haven’t 
been all that good - the first 
one to appear, Seta’s The Glory 
Of St Andrews, is one of the lowest- 
scoring games ever to appear in 64 
Magazine. Waialae Country Club, despite 
having somehow got Nintendo’s logo 
slapped on it for its UK release, isn’t 
much better. 

The nasty, blurry, jerky graphics and 
ear-scraping sound (the music sounds 
like something from an early Eighties 
gameshow) could be forgiven - after all, 
one of the best computer golf games 
ever was Leaderboard, which being on 
the Commodore 64 looked like 
someone’s stomach lining after St 
Patrick’s Day. What makes Waialae truly 
terrible is its control method. 

The control system - a kind of wheel¬ 
shaped power bar affair, which 
determines the strength of the shot - 
isn’t that different from other golf games, 
and in theory should work reasonably 
well. Where it falls down, badly, is in its 



A Wh«n putting, a grid Is laid over the green to 
show you the lie of the land. Even |oey 
Deacon could get this shot in, though. 



A Arse! Putting the ball in a bunker is an all- 
too-common occurrence, and can be a real 
pain to recover from once stuck. 


complete lack of any precision. Hitting 
the ball at full strength, no problem - 
just take it up to the top and let fly 
before it gets into the red. Hitting the 
ball at less than full strength... that’s 
where the problems start. 

You’d expect a shot halfway round the 
power bar to go roughly half the distance 
of a full power shot. You’d be wrong. 
Sometimes a powerful swing ends up 
like something thrown by a toddler, other 
times a tiny precision chip hoiks the ball 
skywards at escape velocity. The closer 
you get to the green, the more infuriating 
this problem gets, especially when your 
careful putt ends up further from the 
hole than when it started. 

Had it a sensible control system, and 
graphics that don’t have a spaz attack 
whenever the camera moves, Waialae 
could have been quite a decent game. 
But it doesn’t. So it isn’t. 



A Get the ball into the hole in the preKribed 
number of shots and you get this thrilling 
congratulatory message. 



The Glory Of 5 t Andrews: Seta (import) 
Reviewed: Issue 3,10% 

A round at the municipal links in the fresh air 
and sunlight 


'Rating 

Graphics 




Audio 
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A horrible, horrible, horrible, horrible, 
horrible, horrible, horrible game! 



































































N64 TIPS AND NOTHINC ELSE! 

The Ultimate Tips magazine for the 
Ultimate console is here! 


OUT NOW 


64 Solutions #7 is out now price £3.95 and 
available from all good newsagents! 




164 eh eals starti ng 

niTOTis.'Si 


COMPlOtft-ZOf 
N64 cheats 


including: 


Ing oj the 
ppeil solution. 


"mnletemowsae^ 


INCLUDING: 

In issue Seven there 
are full solutions for: 

Mission Impossible 
Mortal Kombat 4 
Bio Freaks 
Forsaken 
GT64 


-1 PLUS: 


The complete A-Z 
of Nintendo 64 
cheats and tips, 
so you will never 
be without the 
full list 
whichever 
issue you buy! 


Our pledge is to give you 
the best and most accurate 
information. The complete 
guide, with relevant 
pictures and captions. This 
is our promise to you! 




soummm 


Most Nintendo 
magazines stretch 
out solutions over 
many issues. We do 
it all in one. 


132 pages of 
unadulterated 
gaming heaven! 


64 Solutions gives 
you full game maps, 
handy hints and the 
very latest push¬ 
button cheats! 



Please rush me 64 Solutions #7 qq 
priced at £4.95! 


Name: .... 
Address: 


Please return this coupon or a photocopy 
of it (together with your cheque/PO made 
payable to Paragon Publishing Ltd) in an 
envelope and post it to us free (within the 
UK) to the following address: 


I would like to pay by: 
n Cheque/Postal Order 

(Please make payable to Paragon Publishing Ltd) 

□ Credit Card Q Switch/Delta 

Card type: .... 

Card number:...... 

Expiry date:..... 

Switch/Delta number: .. 


Postcode:......... 

Phone number: 

Signature:.. 

Date:... 


64 Solutions subs/back issues, Paragon 
Publishing Ltd, FREEPOST (BH 1255), 
Bournemouth BH1 2TA. Alternatively fax 
your coupon to (01202) 299955 or ring the 
24 hour order hotline on ( 01202 ) 
200200 All prices include postage and 

packing 


For all the latest updates, visit our web site, 
check this out... www.paragon.co.uk 
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fcUUiVU Superstar Soccer 

N64 & Mario.£93.99 

N64 & Mission impossibie or Turok 2 or Lyiat Wars.£99.99 

' N64 & F- Zero X or 1080 Snowboarding or Waverace.£99.99 

N64&VRaiiy98.£99.99 

• N64 & Banjo Kazooie or Zeida.£109.99 

Dl I 1C el nn fWB every rdditiohrl qrne or rccessory 

rUUO C I ■ Vv wrr BOUSHT at the same time as your new N64 



1ST CLASS SERVICE GUARANTEE: ALL MACHINES ARE OFFICIAL UK CONSOLES AND ARE FULLY 
GUARANTEED BY NINTENDO FOR ONE YEAR AND WE OFFER FULL AFTER SALES SUPPORT. IF YOUR 
MACHINE IS FAULTY WE WILL COLLECT IT FROM YOU AND REPLACE IT FREE OF CHARGE. 

ASK ABOUT EXTENDED WARRANTIES. _ 




£41.99 

Get £2 off an Official 
Controller if purchased at 
the same time. 


£34.99 

Get the video and film 
book for just £5.99. 

If you buy them at the 
same time as the game. 







£33.99 

" Get £2 off ISS 98 when you buy 
either a special edition ISS 98 Sticker Kit for £9.99 or 
a special edition Official Memory Card for £ 14.99 at 
the same time as the game. Get £5 off ISS 98 if you 
buy the Memory Card and the Sticker Kit. 




£33.99 

Get £4 off a Sharp Pro 
64 if purchased at the 
same time. 


£33.99 

£2 off an Official 
Controller If 
purchased at the 
same time. 


£CALL 

Get £2 off any 
Rumble Pak purchased 
at the same time as 
this game. 


£33.99 

Turok 2 plus Rumble Pak 
£39.99. 

Get £3.00 off a 4MB 

Expansion Pack, if bought at 
the same time as the game. 


WE SWAP 


2ND HAND NINTENDO 
GAMES - EXCHANGE FEE 
FROM ONLY £1.00 


ORSWAP1 SECX)NDtlANDGAMEFORA 
BRAND NEW GAME-EXCHANGE FEE FROM ONLY £2 

ALL SECOND HAND GAMES GUARANTEED FOR THREE MONTHS. 
PLEASE CALL FOR DETAILS 


• N64 GAMES 


NCW 2NDHAND 

1080° SNOWBOARDING.£33.99 £29.00 

ALLSTAR BASEBALL.£41.99 £33.00 

BANJO KAZOOIE.£41.99 £33.00 

BIO FREAKS .£40.99 £33.00 

BLAST CORPS .£24.99 £21.00 

BODY HARVEST.CALL CALL 

BOMBERMAN64 .£38.99 £23.00 

BOMBERMAN HERO.£33.99 £29.00 

BUCK BUMBLE.£40.99 £33.00 

BUST A MOVE 2.£34.99 £28.00 

CHOPPER ATTACK .£41.99 £33.00 

CRUISIN WORLD.£29.99 £24.00 

DIDDY KONG RACING .£33.99 £26.00 

DOOM.£30.99 £23.00 

DUAL HEROES.£26.99 £22.00 

DUKE NUKEM 64.£32.99 £24.00 

DUKE NUKEM - TIME TO KILL . . .CALL CALL 

EXTREME G .£32.99 £22.00 

EXTREME G 2.CALL CALL 

FI POLE.£39.99 £18.00 

FI WORLD GRAND PRIX .£33.99 £29.00 

FI WORLD GRAND PRIX & 

MAD KATZ WHEEL.£69.99 

F-ZERO X .£33.99 £29.00 

FIGHTERS DESTINY .£25.99 £21.00 

FIGHTING FORCE.CALL CALL 

FORSAKEN.£36.99 £29.00 

G.A.S.P. .£41.99 £33.00 

GEX.CALL CALL 

GOLDENEYE & FREE RUMBLE PAK 

& FREE N64 GAME CASE .£43.99 

GT 64.£40.99 £34.00 

HEXEN .£17.99 £13.00 

HOLY MAGIC CENTURY.£41.99 £33.00 

IGGY’S RECKIN BALLS.£34.99 £29.00 

INT.SUP’STAR SOCCER 64 .£24.99 £17.00 

INT.SUP’STAR SOCCER 98 .£33.99 £29.00 

KILLER INSTINCT GOLD .£44.99 £26.00 

LAMBORGHINI 64 .£29.99 £28.00 

LYLAT WARS & RUMBLE PAK.£39.99 £27.00 

LYLATWARS.£32.99 £21.00 

MACE.£34.99 £26.00 

MADDEN 98 .£34.99 £26.00 

MADDEN 99 .£43.99 £26.00 

MARIO 64 & FREE IMB MEMORY 
CARD & FREE N64 GAME CASE . . £42.99 

MARIO 64 .£42.99 £28.00 

MARIO KART 64.£33.99 £28.00 

MISCHIEF MAKERS .£25.99 £21.00 

MISSION IMPOSSIBLE.£34.99 £30.00 

MORTAL KOMBAT 4.£40.99 £33.00 

MULTI RACING CHAMP .£24.99 £21.00 

MYSTICAL NINJA.£43.99 £34.00 

NASCAR 99.£44.99 £36.00 

NAGANO WINTER OLYMPICS . . .£34.99 £25.00 

NBACOURTSIDE.£25.99 £21.00 

NBA JAM 99 .CALL CALL 

NBA PRO 98 .£37.99 £28.00 

NHL BREAKAWAY 98 .£39.99 £30.00 


NHL 99 .£44.99 

NFL BLITZ .CALL 

NFL QTR BACK CLUB 98 .£43.99 

NFL QTR BACK CLUB 99 .CALL 

NHL BREAKAWAY 98 .£39.99 

NHL 99 .£44.99 

PAPERBOY .CALL 

PILOT WINGS 64.£33.99 

QUAKE .£34.99 

RAMPAGE WORLD TOUR.£29.99 

RAMPAGE WORLD TOUR.£29.99 

ROGUE SQUADRON.CALL 

SAN FRANCISCO RUSH .£29.99 

SHADOWS OF THE EMPIRE.£33.99 

SILICON VALLEY.CALL 

SIM CITY 2000 .CALL 

SNOWBOARD KIDS.£33.99 

SPACE CIRCUS.CALL 

TETRISPHERE.£25.99 

TOP GEAR RALLY .£33.99 

TUROK DINOSAUR HUNTER _£29.99 

TUROK 2.£33.99 

TUROK 2 & RUMBLE PAK.£33.99 

VIRTUAL CHESS .£33.99 

V RALLY .£34.99 

WALAILAE GOLF CLASSICS .£34.99 

WAR GODS.£29.99 

WAVE RACE 64.£33.99 

WAYNE GRETZKY.£29.99 

WAYNE GRETZKY 98 .£29.99 

WCW VS NWO .£40.99 

WCW/NWO REVENGE.CALL 

WETRIX .£33.99 

WIPEOUT 64 .CALL 

WORLD CUP 98.£34.99 

WWF WARZONE.£43.99 

YOSHI’S STORY .£33.99 

ZELDA.£41.99 


£36.99 

CALL 

£23.00 

CALL 

£30.00 

£36.00 

CALL 

£28.00 

£26.00 

£24.00 

£24.00 

CALL 

£24.00 

£26.00 

CALL 

CALL 

£27.00 

CALL 

£ 21.00 

£26.00 

£22.00 

£30.00 

£30.00 

£31.00 

£30.00 

£29.00 

£24.00 

£25.00 

£24.00 

£24.00 

£32.00 

CALL 

£27.00 

CALL 

£29.00 

£34.00 

£30.00 

£33.00 


• US N64 GAMES 


NEW 2 

N64 PASSPORT - 

(Uses 1 code system to play any game from any territory) .£24.99 
UNIVERSAL ADAPTOR 

(£13.99 IF BOUGHT AT THE SAME TIME AS ANY GAME) .£ 16.99 
AERO FIGHTERS ASSAULT . . . 

BIO FREAKS .£49.99 

BODY HARVEST.£52.99 

CHOPPER ATTACK .£49.99 

CLAYFIGHTER 63 1/3.£10.99 

DIDDY KONG RACING . 

DOOM 64 . 

EXTREME G . 

EXTREME G 2.£49.00 

FI POLE POSITION.£10.99 

FIGHTERS DESTINY .£49.99 

GEX 64.£33.99 

HEXEN 64.£14.99 

MACE. 

MARIO KART . 

MISSION IMPOSSIBLE.£52.99 

MK MYTHOLOGIES.£12.99 

MORTAL KOMBAT 4.£49.99 

MYSTICAL NINJA.£43.99 

CHAMPIONSHIP RACING .£14.99 

NAGANO WINTER OLYMPICS_£24.99 

NBA HANGTIME . 

NBA IN THE ZONE 98.£29.99 

NFL QTRBACK CLUB 9. 

NFL QTRBACK CLUB 99.£49.99 

NHLPA OLYMPIC GAMES.£29.99 

OFF ROAD CHALLENGE . . ,.£49.99 

QUAKE .£48.99 

QUEST.£44.99 

SIM CITY 2000 .£52.99 

STAR FOX. 

TUROK DINOSAUR HUNTER .... 

TUROK 2.£52.99 

V RALLY .£52.99 

WAYNE GRETZKY . 

WAYNE GRETZKY 98 .£24.99 

WCW/NWO REVENGE.£49.99 

WETRIX .£34.99 

WIPEOUT 64 .£52.99 

WWF WARZONE.£42.99 

YOSHI'S STORY . 


£17.00 

£39.00 

£39.00 

£39.00 

£ 8.00 

£ 22.00 

£16.00 

£13.00 

£39.00 

£8.00 

£25.00 

£29.00 

£10.00 

£ 21.00 

£19.00 

£39.00 

£10.00 

£39.00 

£28.00 

£12.00 

£ 20.00 

£19.00 

£24.99 

£18.00 

£39.00 

£24.00 

£39.00 

£24.00 

£36.00 

£42.00 

£19.00 

£16.00 

£39.00 

£39.00 

£ 21.00 

£ 21.00 

£39.00 

£29.00 

£39.00 

£36.00 

£24.00 


NUGEN pack £49.95 (SAVE £9.99) 

A. Mantanqr ControHm; Nucen Rumble Pek, Nugen IMB 
Memory OuxtScvt Civile BOflkbd Deluxe 

GAMESTER PACK £2957 (SAVE 959) 

^ Slow dabl® CM ConbolT, LXIkemor Mi; LX IMB Memory CanL 

tarb®* Sed. C'e^LGGIC 8 PACK £3156 (SAVE £8.09) 

Orey. Bla<’'*^iHdentPed,256K Memory 

. . 


FAST DELIVERY SERVICE 

USUALLY WITHIN 3 WORKING DAYS 
FOR GAMES AND ACCESSORIES IN STOCK 

POSTAGE FREE FOR UK (NORMAL POST) 
OPTIONAL RECORDED DEUVERY £1 PER ITEM 

If you wish to receive our brochure. Please send a 
STAMPED SA.E Our full colour brochure includes 
V information on new releases and special offers J 


• LICENSED NINTENDO PRODUCTS ETC 


Nintendo Beanies - 
They are sooo cute... 

Available - Banjo with Kazooie, 
Mumbo Jumbo. Yoshi, Donkey 
Kong, Diddy Kong. Bowser, 
Wario, Mario, Luigi & Toad 

£9.99. 

Buy any three toys 
and get Donkey Kong RiEE. 

Now also available soft character 
keyrings: Beanie Babies £6.99. 





SAKAR GEAR 



N64 CAMERA & BINOCULARS 

35mm Focus Free Camera with extra 
large viewfinder. 4 x 30mm Binoculars 

£14.99 

• WALKIE TALKIES 

Flexible Safety Antenna, 
Volume Control £14.99 



• AM/FM CLOCK RADIO 

Quartz Analog Alarm Clock. Water resistant £14.99 
Also available AM/FM Radio Headsets £14.99 


STICKER KITS 



Covers your N64 and Controller 

Available - International Superstar Soccer 98 
(exclusively available from Excitement 
Direct). England flag. Gold and Silver 
£9.99. Also available for PSX. 


• CONTROLLERS 


ASK ABOUT OUR EXTENDED WARRANTIES 



E4.JA.llJ=ld.l4.JJLJtl.JHjtH 


Official Coloured N64 Controllers, 
available in blue, green, red. black and yellow 
only £17.99 or £16.99 each for 2 or more. 
Only £16.99 if bought with ISS 98. Wetrix. 
Snowboard Kids. Lyiat Wars. Waverace and Mario Kart. 
Gold Controllers £24.99 


Using the very best infra-red technology, these 
precise controllers are amazingly responsive, 
even up to 30 feet away. Features turbo and 
slow motion only £29,99 


SHARPPAD PRO 64 


Enhanced controller with auto-fire and 
slow motion functions - only £17.99. 
Only £ I 5.99 if bought at the same time 
as World Cup 98 & WWF Warzone 


SHARKPAD PRO 64^ 


Enhanced controller with auto-fire and slow 
motion functions - only £18.99 






SUPER PAD 64 £14.99 


SUPER PAD 64 PLUS 


Auto-fire and slow motion features and 
memory slot - only £17.99 


TRIDENT & TRIDENT PRO PADS 


Trident Pad - only £ i 3.99. Trident Pro Pad 
(includes auto-fire & slow motion) - only 
£15.99- Available in red. yellow, blue and grey. 
Trident Pad Combo (£17.99) and Trident Pro 
Combo (£19.99) is a controller (grey only) and 
a memory card. 























































































































































































































N64 WHEELS 


ASK ABOUT OUR EXTENDED WARRANTIES 


ULTRARACER 


Revolutionary mini hand-held steering wheel. Great 
control - £22.99. Get £3 off any game bought at 
the same time as the Ultraracer 


MAD KATZ STEERING WHEEL 


WITH PEDALS. True analogue steering, 
accelerator and brake Memory Card slot 
I with built-in rumble fecility - £44.99 


V3 RACING WHEEL 


300 wheel rotation, adjustable wheel 
positioning, unique table-top or under-leg 
mounting option. Programmable fire buttons 
and separate analogue foot pedals - £49.99 


VRFI ACCELERATOR WHEEL 


Analogue wheel with programmable 
buttons for the ultimate driving 
I simulation - £35.99, with pedals £43.99 


TOP DRIVE STEERING WHEEL 


With programmable stick shift and racing 
pedals. Rumble Pak compatible. Works on 
N64. PSX & Saturn - £49.99 


GAMESTER STEERING WHEEL 


New rumble effect 
Programmable foot pedals 
No batteries required - £49.99 


JORDAN WHEEL 


Official Jordan Grand Prix Wheel includes gearstick & pedals £48.99 



GAMEBOY COLORT 

COMPETiTQNl 

WiN-Wlii-WiN 


GAMEBOy 

Pocket Camera 

Works on Gomoboy Pocket] 
and Original Gameboy 
(available In Blue. Red 
and Yellow) 

£ 36.99 


GM£2off 


We ¥6 got two Gameboy Pocket 
Cameras &. Printers/ Gametioy 
Pocket Calculators & T-Shirts to 
giie away! All you ha¥e to do is 
order a Gameboy Color before 
12th December to be entered! 

•irpriM£6188 

The Gameboy Color has a full colour 
LCD screen and it plays existing 
Gameboy games in colour. GET £2 
off any of the following new colour 
specific games bought at the same 
time as the Gameboy Color 



N 0 W Cdour TdMd...... £19.99 

PbokBtlirfDDConkDr... £18.99 
QiMBt Ibr Camebt..... £94.99 

OiMfrWriohOilirvi.. ^ 
Pooi»f Bomberman.. 

Harvaat Moon......... 



Black 

Gameboy & 
Wave race 
& Golf & 
Tetris & Bag 

£47.99 


N64 RUMBLE PAKS 


OFFICIAL RUMBLE PAK 


The Rumble Pak shakes your controller 
during the game play so you can feel hits, speed 
boosts and other sims - only £14.99. 

Rumble Pak with twin speed selector £9.99 
LX Tremor Pak (no batteries required) £12.99 


RUMBLE PAK & MEMORY CARD 


with built in 256k Memory Card £12.99 
with built in I mb Memory Card £15.99 
with I mb Memory Card (LMP no batteries 
required) £19.99 
DESIGNS MAY VARY 


• SUPER NES GAMES 


■ ARKANOID . 

£10.99 

TETRIS AHACK . 

..£9.99 ■ 

■ DONKEY KONG COUNTRY 2 . 

£19.99 

TETRIS & DR MARIO . 

£11.99 ■ 

■ DONKEY KONG COUNTRY 3 . 

..£25.99 

ULTIMATE MORTAL KOMBAT . 

£15.99 I 

■ F-ZERO . 

£10.99 

VORTEX . 

..£9.99 ■ 

■ INT. SUPERSTAR SOCCER DELUXE £24 99 

WINTERS GOLD . 

£19.99 ■ 

■ LAMBORGHINI . 

..£19.99 

YOSHI’S ISLAND . 

.£17.99 ■ 


...£8.99 

7Fl DA . 

.£18.99 ■ 

1 SUPER STREET FIGHTER 2 . 

■ SUPER INTERNATIONAL CRICKET. 

■ SUPER MARIO KART . 

..£19.99 

...£9.99 

..£26.99 

SUPER NES 1 

HARDWARE & ACCESSORIES I 

■ SUPER MARIO WORLD . 

..£18.99 

ACTION PAD SN LOGIC 3 . 

..£7.99 ■ 

■ SUPER STAR WARS . 

..£17.99 

NINTENDO AV CABLE . 

£12.99 ■ 

SUPER SOCCER . 

..£17.99 

SPRINT PAD SN LOGIC 3 . 

..£9.99 ■ 

■ SUPER TENNIS . 

...£9.99 

SNES & SUPER MARIO ALL STARS ■ 

g TERRANIGMA . 

£9.99 

& SUPER MARIO WORLD . 

£49.99 J 




SHOCKWAVE 


Unique SHOCK SENSOR adds force 
1 feed-back to ALL GAMES. Built in 
I mb Memory Card - only £22.99 




FEEL THE FORCE. This back pack enables 
you to experience the blows, kicks and 
explosions. N64 & PSX compatible 

only £24.99 


N64 MISCELLANEOUS 




AOUSE MAT (WORTH £5.99) 
WHEN YOU BUY A 
WRIST REST FOR £6.99 


• N64 CABLES AND CARDS 


ACTION REPLAY - £34.99 


Hundreds of built-in cheats for all the best 
games, fully programmable memory. Memory 
Manager ana Smart Card slot adds a fantastic 
expansion feature 


Converts TV signal, to enable you to 
E29.99 play a USA or Japanese machine 

E14 99 


• GAMEBOY GAMES 


ORIGINAL GAMEBOY OFFERS 


^ Black 
Gameboy 

1 ^B£ 2 I .99 


GAMEBOY POCKETS 


Colour Gameboy Pockets £40.99 

available in blue, yellow, black, clear, green and red. They’re slimmer, lighter, but the 
screen is as big as the original gameboy screen and it’s even brighter. 

Silver Gameboy Pocket £44.99 Silver Gameboy Pocket & Tetris £49.99 

Yellow Gameboy Pocket & Golf & Slip Case £42.99 

Gameboy Pocket 

Gameboy & Metroid II. Wave Race 

Sup^" ^ & Slip Case £ 49.99 

& 2, and Bag ^ 


GAMEBOY ACCESSORIES 



...£8.99 


BATTERY PACK (GB OR GBP) ... 

BATTERY PACK & PSU (GB OR GBP) ....£14.99 
LEATHER CARRY CASE WALLET (GBP) £14.99 

LINK LEADS (GB OR GBP) .£8.99 

NYLON TRAVEL BAG (GB OR GBP) .£7.99 

NYLON CARRY CASE WALLET (GBP) ....£5.99 


GAMEBOY GAMES 


PSU (GB OR GBP).£8.99 

SLIP LEATHER CARRY CASE (GBP) .£9.99 

SLIP NYLON CARRY CASE (GBP) .£3.99 

SOLAR PACK (GBP) .£14.99 

SUPER GAMEBOY & PLAYERS’ GUIDE ....£26.99 
SUPER ZOOM - MAGNIFIER (GB OR GBP) £9.99 


ALLEYWAY.£9.99 MOLE MANIA ... 

AMAZING PENGUIN... - - 


ASTEROIDS / MISSILE COMMAND . £6.99 

ASTEROIDS / MISSILE COMMAND / 

DEFENDER / JOUST . £10.99 

BATMAN. £15 99 

BATMAN. RETURN OF THE JOKER . £15.99 

BUBBLE BOBBLE . £15.99 

BUGS BUNNY 2 . £18.99 

BUGS & LOLA . £CALL 

CASPER . £15.99 


DISNEY’S MULAN. .. 

DONKEY KONG. 

DONKEY KONG LAND... 



Blows new games wide open, 
adds life to old games 


SCMIT CAB L E improves preture and 
sound quality 



E8.99 

£9.99 


£9.99 View the game in Hi Res mode 
Gives sharper clearer images 


£10.99 
£14 99 
£7.99 
£9.99 
£14.99 
£18 99 


Gives better quality than a scart 
cable but requires SVHS compatible 
TV or Video . 


DONKEY KONG LAND 2 . £19.99 

DONKEY KONG LAND 3 . £21.99 

DR MARIO . £10.99 

EMPIRE STRIKES B*”" 


FINAL FANTASY LEGEND 2 ... 
FINAL FANTASY LEGEND 3 ... 

FI RACE . 

GEX... 


GOLF. 

GRAND PRIX .. 
GREMLINS 2.... 


. £17.99 

___ ....£17.99 

NTERNA+IONAL SUPERSTAR S0CCER....£I9.99 

HEAVYWEIGHT BOXING . £18.99 

AMES BOND 007 . ....£23.99 

ELLYBOY. ....£15.99 


UNGLE BOOK....-. 

KIRBY’S BLOCKBALL... 


....£19.99 

,...£18.99 


KIRBY’S DREAMLAND... 

■EMMINGS . tm.yy 

■ION KING . £19.99 

.OONY TOONS.£15.99 

■OST WORLDt^URASSIC PARK . £24.99 


METAL MASTER, 


. £15.99 


MARIO & YOSHI... 


MICRO MACHINES... 


MONOPOLY . 

MORTAL KOMBAT 3 . 

MOUSETRAP HOTEL .. 

. £17.99 

.£19.99 

. £17.99 

MR NUTZ.- . 

15.99 

|4YSTirAi NINJA 

. £1799 

NIGEL MANSELL . 

£19 99 

PINBALL DELUXE . 

£18.99 

POCAHONTAS . 

. £19.99 

POCKET BOMBERMAN . 

racf days . 

. £17.99 

£14.99 

road RASH, 

.£18.99 

ROBIN HOOD . 

. . £18.99 

SEA BATTLE . 

£CAI 1 

SKATE OR DIE . . 

£1899 

SMALL SOLDIERS .. 

£7^99 

SOCCER . . 

SPIDERMAN. 

. £13.99 

. £18.99 

SPY VS SPY . 

. £18.99 

STAR TREK NEXT GENERATION. 

SUPER HUNCHBACK. 

.£18.99 

.£18.99 

SUPERMAN . 

.£18.99 

SUPER MARIOLAND 1. 

SUPER MARIOLAND 2 . 

.£18.99 

.£18.99 

SUPER MARIOLAND 1 & 2. 

.£26.99 

TAMAGOTCHI . 

. £19.99 

TAZMANIA . 

.£15.99 

tennis .. . 

.£12.99 

TETRIS 1 & GOLF. 

.£14.99 

TETRIS ATTACK . 

.£17.99 

TETRIS BLAST...... . 

. £17.99 

TETRIS PLUS . 

£18 99 

TOSHINDEN . . 

. £22.99 

TUROK DINOSAUR HUNTER. 

TWEETY & SYLVESTER . 

.£19.99 

.£CALL 

WARIO BLAST. 

.£17.99 

WARIOLAND . 

.£18.99 

WARIOLAND 2. 

£18 99 

WAVE RACE . 

. £10.99 

WHEEL OF FORTUNE. 

. £17.99 

WORl D CUP 98 . 

. £15.99 

WORMS 

. £17.99 

V RALLY . 

. £72.99 

YOGI BEAR . 

. £17.99 

ZELDA . 

.£14.99 


GAMEBOY BOOSTER 


W- 

I Play all Gameboy games on your N64 in full size, in / ^ 
colour and with full stereo sound support - £34.99 
Get £2 off if bought at the same time as any game "' 

il DBlun NM Ciny Cbm ei6 99 Banlo KkmIb Qald« £10 99 

■m* Cmm (pack of three) . £5 99 Blo Fr^ Mdt Book . £10.99 

11164 Panport - Uses a code system to F-ZOfO GMidO Book .£10.99 

1 enable you to play any game for any Goidoooyo PI O VOIO* Qoldo £9.99 

I territory on any N64 system £24 99 Mario Koit 64 navon’ Qaida . £9,99 

I Adaptor (UK/USA) Mario 64 Playare'Qaida . £9 99 

I (Doesn’t play all games) . £16.99 Miaaion Imposaibla Qaida £10 99 

I Caaa for NiiraDO 64 £12 99 Morial Koaibat 4 Qaida Book £10 99 

ICoaiawLlak £34 99 1164 Stratogloo Baldo > Vol 3 £10 99 

£34 99 Qaaka Playon’Qaldo . £10.99 

I Qooaiaa T-Sklri £9 99 Sacrato Codoa Book - Vol 1 £10 99 

i-Choosetrom Sacfola Codoo Book • Vol 2 . £1099 

I Waverace. Mario. Mario Kart. N64 logo and Ikrok 2 PtayOTB’ Qaldo . £10.99 

I Browser..__ £5.99 WWF WaiZOBO QoldO . £16.99 

IWrtalRoah £699 WCWvtNWOQaldo £999 

I A ... 0^0 Yoakl’O Btoiy Playoia’Qoldo £6 99 

1 1BBB SaowboardlBO Qaldo £10 99 Zolda Playon’Qaldo £10 99 


8AM TO 10.30PM MONDAY-FRIDAY, 9AM TO 7PM SATURDAY, 10AM TO 4PM SUNDAY & BANK HOLIDAY 

■xotMno* PoUoy on n«w oood* - If yoM arw untinppy wMti your oood* for any roaaon, almply ratum tfiam Ir " - 

a days of raoalpt raoordad dalti^ry and aublaot to a faa Ho^^mlnknum CB|, wa ~ 

rlptit to la ft ioo axoti a npa If ttia Itam la not raoalaad back In WWBWiCT o ond H km . 


NAME:. 


.ADDRESS 

ITEM 


PRICE 


POSTCODE:. 

TEL:. 

CARDHOLDERS SIGNATURE:. 



£ 


£ 


£ 

3 issues of our brochure (it includes details of new releases) 
sent direct to your door for just £1.20 (overseas £2.50) 

£ 

Postage is free lor all orders shipped within the U.K, Optional recorded delivery d o D 

El per Kem.Optional NEXT DAY DEUVERY available. £5.00 for 1st ilem plus Ot 

£1.00 for each subsequent item. Overseas postage £3.50 per software item 

-i 1-1 TOTAL 

CARD 

£ 

£ 


CARD NUMBER 


nnnnnnnnnnnnnnnnnnnn ““''dddDno^ud 

PLEASE KEEP COUNTERFOILS IF SENDING POSTAL ORDERS. ONLY SEND CASH IN A RECORDED/REGISTERED ENVELOPE. 

CHEQUES PAYABLE TO: EXCITEMENT DIRECT, 1ST FLOOR. STREATFIELD HOUSE, ALVESCOT ROAD, CARTERTON. OXON, 0X18 3XZ 
Inevitably some items may not yet be available. Please phone to check availability. i 



PRICES ARE SUBJECT TO CHANGE. PLEASE THEREFORE PHONE TO CONFIRM CURRENT PRICES 
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If you want tpej ^ 
very lotest 
cheats the^t^sonly^ 
^fie place to l6ok.^j, 
B^nAemu^ ^ . 
Ch^afCentran 


PLAyERS' 

GUIDES 



Pad at a glance 





CLeft 


B button 


A button 


Analogue Pad 


6 T 641 

CHAMPIONSHIP EDITION 

Superb. Exciting. Fluid. Realistic. 

These are just a few of the words 
that don* t describe this racing game 
from the late Ocean. For those of you 
who bought it though, here’s how to 
get a jump on your competitors. 

Turbo Start 

Press the Accelerate button as the 
start light turns yellow. 


BODY HARVEST 


This futuristic gore-fest is anything but easy, so here are a few cheats 
that might help a little - but only a little! By the time you’ve entered the 
code, the Bugs will probably have eaten you! 

Enter ICHEAT as your player name at the start then during the game enter 
the following cheats for the listed effect: 

ANNUL Destroys nearby aliens (doesn’t affect bosses) 

ARSENAL Gives Adam all weapons available on that level 
DURABLE Fully repairs and refuels the current vehicle 




SNUFFLE 

SNARED 

FREED 

SUFFUSE 

SURREAL 

BLEED 

SUFFER 

WEASEL 

USEFUL 

BANANA 

DWARF 

DUNDEE 

LARD 

FEEBLE 


Replaces Adam’s weapons with some serious firepower 


Freezes aliens 
Unfreezes aliens 

Generates some Alpha power-ups 
Makes objects go weird 
Destroys current vehicle or kills Adam 
Creates a mutant 

Changes Adam model to evil Adam 
model 

Gives Adam all alien artefacts 
Tall Adam 
Short Adam 
Scottish dance! 

Fat alien legs 
Weakens boss 


For code entry, 
each button on 
the controller 
corresponds to 
a letter: 

A = A button 
B = B button 
N = CUp 
S = C Down 
E = C Right 
W = C Left 
F = Z button 
U = Up 
D = Down 
L=Left 
R = Right 


CASP/DiADLY ARTS 

‘Not really a GASP, more a YAWN* was what we thought of this 
fighting game, although the custom fighter option went some 
way towards redeeming it, thank goodness! 

Tight As U ouriki 

From the title screen, press Up, Up, Down, Down, Left, Right, 
Left, Right, B, A. 

Alternate Costumes 

On the character selection screen hold the L button down and 
press Left or Right at the character selection screen then, 
without releasing L, select a character. 



SIM <iTy 

2000 

'BonusTlap 

On the title screen press C Up, C Up, C 
Down, C Left, C Left, C Right, C Right, C 
Up, C Right, C Left, C Down, Start to start 
a special state map with $5,000,000. 























































l 64 iy'S 

RKKIir 

BALLS 


One of the weirdest ‘racing* games 
ever seen. Now you can make things 
even weirder with these equally 
strange cheat codes! Press R and Z 
on the Start screen to open up the 
cheat menu, then enter the codes. 


^Passwords 

HAPPYHEADS 

Unlock all secret characters 

THE UNIVERSE 

Unlock all secret worlds 

JUMPAROUND 

Enable level select (pause game 
to access) 

SWOPSHOP 

Mix ‘n’ match character hair, 
glasses, etc 

ROLFHARRIS 

Pencil sketch mode 

TOOMUCHPIE 

Fat balls! 


MICROBALLS 

Small balls! 

2ROKTOO 

Cool lighting cheat 

LIGHT,WOW! 

Uses Turok 2 ‘dynamic’ code 

ICEPRINCESS 

All surfaces ice 

GOOEYGOOGOO 

All surfaces slime 

BOMBERBALL 

Only bombs for power-ups 

iHITWONDER 

One hit and you’re out! 

TOOMUCHFUN 

Bizarre bouncy physics on your balls! 

IMALLOUT 

No Power-ups 

NONSTOP 

Permanent turbo action 

NOGOODIE 

Power-ups are replaced with bombs 

2TIMES 

Double length turbo roll 

SHOOTSHOT 

Blue projectiles for all power-ups 

OH MY 

Obnoxious particle FX 

GOBABY 

Full turbos 


GOLDENEYE 

And the cheats keep coming! Just when 
you thought there couldn’t be any more 
cheats, along comes another one! Sadly, 
this one is only accessible with an 
Action Replay, but it’s such a cool one, 
we couldn’t leave it out! 

Predator Jlode 

Enter the code 800585A6 0002. When 
game has loaded, go to the cheat select 
screen and there will be a new cheat 
called ‘NO NAME’. Select it, and start a 
multiplayer game. All the players will now be almost totally invisible, apart from a 
vague Predator-style blur when you get close to them. Unfortunately, when a player 
dies they are reincarnated fully visible, but this means that the ones still invisible 
have an advantage! Try playing the jaws game from last issue this way! 




A Predator mode Is really quite spooky - particularly when only one person is left invisible. 



The best Fi game ever? We certainly think so! Sadly these two 
cheats aren’t that exciting, but we’re nothing if not thorough. 


tiaUery Option 

Choose Exhibition mode and select Driver Williams, then 
change his name to MUSEUM and return to the Start screen 
Select the new Gallery option to view the cars. 


ViewCrecffts 

Choose Exhibition mode and select Driver Williams, then 
change his name to CREDITS and return to the Start screen 
You’ll now have an option to view the programmers. 


CONGRATUUTIONS D. (OUITHARD 


PlACf 1ST 
ClASS: ROOKII 


A dodgy attempt at a racing game that probably won’t appeal to 
most. Avid fans can access their favourite drivers though with the 
following codes. 

HaceAs PobbyAllison 

Select Charlotte as the track, highlight “Select Car” and enter the 
following code in less than four seconds: Up, A, Left, A, Down, A, 
Right, A, L, R , L, R, A, A. 


Pace As PaifeyAllison 

Select Talladega as the track, highlight “Select Car” and enter the 
following code in less than four seconds: Up, A, Left, A, Down, A, 
Right, A, L, R, A, L, R, L, R. 

Pace As Alan Mulwicki 

Select Bristol as the track, highlight “Select Car” and enter the 
following code in less than four seconds: A, A, A, A, A, A, A, A, R, R, A. 


Pace As Penny Parsons 

Select Richmond as the track, highlight “Select Car” and enter the 
following code in less than four seconds: Up, A, Right, A, Down, A, 
Left, A, A, A, A, L, A, A. 


Pace As CalelTarbarough 

Select Darlington as the track, highlight “Select Car” and enter the 
following code in less than four seconds: L, R, L, L, L, R, R, A. 


PaceAs 

PichardPetty 

Select Martinsville as the track, 
highlight “Select Car” and 
enter the following code in less 
than four seconds: Up, A, A, 
Down, A, A, Left, A, Right, A, 
Left, A, Right, A, L, R. 


:iNf3Lf=„PACE. 
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-STAR^ep? 
ROGUe SglilWEppM 


new 

SECQNQ HAcND 


I. 1 . ■ . ) . IN 

EUROPE AND 
'WlUL : . ' 


CASTLgVANIA 64 


g^^BdDY;^ 

HA^vep;^ 


^rau 

WHAT YD U WANT 


i|| NINTENDO.^^ 


WANT TO RUN YOUR IMPORT N64 ON 
YOUR SCART TV? RGB CONVERSIONS 
0NLY:£28^WITH A^3 MONTHJGUARANTEE! 

f 


I HARDWARE0 

OK NINTENDO 64 “*^ 

N64 V4 PASSPORT PLUS - PUTS AU GAMES 
OmCIAl COLOURED PADS - SIX COLOURS 
OFFICIAL RUMBLE PACKS 
OFFICIAL MEMORY CARDS 
BLAZE MEMORY CARO 
BLAZE RUMBLE PACKS 

RGB SCART CONVERSION LEAD 
BUZE A/V SCART UAD 
NU-CEN MANTA RAY JOY PAD • 4 COLOURS 

HARr 

:tNCIRIITEIID0 64B0XB) <iE38.00 

UK NINTENDO 64 UNBOXED ^€34.00 

IMPORT NINTENDO 64 BOXED Ui £^.00 

IMPORT NINTENDO 64 BOXED RGB g £49.00 
IMPORT NINTENDO 64 UNBOXED ^£36.00 
IMPORT NINTENDO 64 UNBOXED RGBE46.00 €61.00 
OFFICIAL COLOURED PADS • ax colours £7.0^w <10.00 



NO.I FOR MAIL ORDCRN 








I 



AoNTglGURCSfAND] MOR€!j^ 


Please apply m writing tdlVH 
Mr. R.Dudani, CEXLtd., 1 Whitfield Plan 
London W1P5SB 
* tri 


i(^gj;ggj:^^ gAliG^&UC!C8 ^ 

Me BUY HALF THE VALUE OF OUR 
- LISTED SELLING PRICE. 

THIS IS WHAT WE WILL PAY YOU 
FOR YOUR COMPLETE. UNDAM¬ 
AGED ITEM (ALL PACKAGING 
MUST BE PRESENT). 
I^SEILTMIS IS WHAT WE SELL THE 

^ TWO THIRDS OF THE 

VALUE OF OUR LISTED SELLING 
PRICE. 

THIS IS WHAT YOUR ITEM IS 
WORTH WHEN YOU USE IT AS 
PART PAYMENT TOWARDS ANY£| 
THING ELSE WE STOCK. 

PLEASE NOTE: WE DO NOT BUY 
3RD PARTY PERIPHERALS. ONLY 
OFFICIAL ITEMS (JOYPADS, ^ 
CABLES, MEMORY CARDS ETC.) 


SATI 3 FI Eo 

'ifauR purdhase'^^ 
JtU8 know W»TH,v, 

2 WORKING DAYS 
AND WE WILL GIVE 
YOU A I I I I ; ‘ 11' 

, J«E P R1 c E YD u s Ef. 
VaTHE PRICE YOU 
*-aBCI|_ijxELY * 


feawt. 


Tin:i.r,t;r.Ni)«'r 


INSTANT OtCAANGe; 

I) T€LL US WHAT GAMG/S 
YOU'RG TRADING IN. 

3 ) TGLL US WHAT GAMES 
YOU WANT. 

3 ) Receive your new 

a GAME THE Next DAY;;!^ 

“‘CALL'TOW for full 

DETAILS. 


‘WIP^aT 64 


PLACE YOUh \ 

5bder BEFDRe \ 

6:30pm for 
GUARANTEED 
NEXT DAY 

delivery from 

^ £3.50. _ 

.^ree gift W»J^^ 

oRpegg 

S^O'S/ER JE t 


You will be respcnsibTe for six people. Fj 
Your aims ore to achieve the best for them ond the I 
best for you. It is a must for you to be able to | 
moximize your soles with your teom monogement j 
skills. You know how to delegate, motivote, J 
multi tosk, enjoy responsibility, hove previous senior' 
moil order/sales exp. ond have what it takes to grow 
within the company. Knowledge of video gomes 
advo ntogcous. _ 

You will hove an ossistont to moximize ^our ability 
to turn enquiries into soles. 

Experience in soles/telesoies required.You have great 
communication skills, you work well in a team and 
can meet deodlines. 

Knowledge of video gomes computers odvontogeous. 

At J®os*5CCSEsi^uircd. 

Energetic and hord^ka^l^ provide o key 
role to support the soles teom and help your 
onit to increase soles. Responsibilities will 
be the process of moil order from postal room to 
processing. Hee d knowledg e of video gomes 

EETiaaai .. ^ 

if you are ot the top ot a moil order 
compony with turnover in excess of £1,000,000 we 
went to talk to you. Salary will be in excess of whot 
currently earn. Totol confidentiolity will be kept. 


TUROKII:*^> J 
SEEDS OF EVIL 


fecjL.E:s 
EXCHANGE: ^ 
1/S 

S./3 exchange 
OF OUR SELLING 
PRICES FOR 
^ complete 


IBROMENL 4 

ITAliiiAWiT: 


lYG.LBgg 


DEPARTM ENT 
SUFFOLK HOUSE 


FAV DAFv crox/inr a\/aii adi c nDr\CD rnkiriDMATiriM a DDinr I ICSTC! 


W! 

YC 
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Take your place on the paper 
podium that ScoreZoneS 

• The Ultimate Player Award this month was a very close thing indeed! Last 
month the top score for Wetrix in Classic mode was a very respectable 
2,874,158 from Darren Cooper of Anfield. Imagine our surprise therefore, 
when we received a score of 42,171,264 - that’s more than 14 times David’s 
score - from Christine Allum of Rickmansworth. It looked like Christine was 
the outright winner, until, at the very last minute, we got a late entry from 
David Baker of Great Knowley with the phenomenal 48,104,283, making 
him this months Ultimate Player! One question: Christine and David, do 
you ewer sleep! 


• A quick note on the Goldeneye 
challenge we set two issues back. 
As we’ve had no entries yet, we 
can only assume you’re all foxed 
by it. So to make things a bit more 
attainable, we’ll knock out the two 
secret levels. This means that what 
we’re after is a total time on 00 
setting of 60 minutes or less. 

That’s over all the levels up to and 
including the Cradle. 


TtugZone 

You want fame and fortune? 
Then send a picture of yourself 
along with your ScoreZone 
entry! If your score makes It into 
the charts, then maybe, just 
maybe, you’ll be able to Impress 
your friends and family with the 
sight of your grinning boat! 


Follow these easy steps for achieving entry to the 64 Magazine 
annals of fame: 

• Get a top score or time on an N64 game - without cheating! 

• Use a camera or a video to record your time 

• Send the proof of your prowess to 64 ScoreZone, 6a Magazine, 
Paragon House, St Peter*s Road, Bournemouth, BHi 2)5 

• Include an SAE if you want your photos/videos back 


flarioe^ 


'Extreme IS 


'Banjo-'Kaxooie 


Mumbo’s Mountain 

0:06:47 Danny Dunn, Boston 
0:09:49 Ingvar Gunnarsson, Iceland 
0:10:28 Andy McDermott, 64 Magazine 
0:11:25 Sam Doyle, Glossop 
0:11:54 john Brennan, Bicester 

Treasure Trove Cove 

0:20:03 Ingvar Gunnarsson, Iceland 
0:22:04 John Brennan, Bicester 

Mad Monster Mansion 

0:26:09 Ingvar Gunnarsson, Iceland 

Bubblegloop Swamp 

0:28:04 Ingvar Gunnarsson, Iceland 

Clankers Cavern 

0:19:52 Ingvar Gunnarsson, Iceland 

Rusty Bucket Bay 

0:28:38 Ingvar Gunnarsson, Iceland 

Freezeezy Peak 

0:30:51 Ingvar Gunnarsson, Iceland 

100 JiGGiES, 900 Notes 

4:46:00 Ingvar Gunnarsson, Iceland 


Top Oear 'SUtHy 

Coastline 

02:39:50 Krisfoffer Thorbjornsen, Scotland 
03:40:42 )ason Larosa, Pembroke 
03:42:82 Chris Dunn, Boston 
03:46:82 Kuijit S Athwal, Dundee 
03:50:10 Richard Dunn. Boston 

Strip Mine 

02:52:79 Jason Larosa, Pembroke 
02:59:11 Chris Dunn, Boston 
03:05:58 Kuijit S Athwal, Dundee 
03:06:22 Jason Saunders, Tenterden 
03:07:02 Gavin Brennan, Claremorris 

jUNGLE 

05:10:74 jason Larosa, Pembroke 
05:14:34 Kuijit S Athwal, Dundee 
05:17:98 Chris Dunn, Boston 
05:18:86 KristofferThorbjornsen, Scotland 
05:39:87 Alan C Salt, Nimbin, Australia 

Mountain 

06:29:16 Kuijit S Athwal, Dundee 

Desert 

06:05:43 Kuijit S Athwal, Dundee 


Wciueltcice 


Sunny Beach 

1:00:782 Alan Dundas, Arbroath 
1:05:765 Mark Bonnes. East Kilbride 
1:15:919 Ruaidhri Dunn. Enfield 
1:16:144 Danny Dunn, Boston 
1:16:916 Paul Leah, Stockport 

Sunset Bay 

1:03:925 Alan Dundas, Arbroath 
1:11:620 Mark Bonnes, East Kilbride 
1:23:506 Ruaidhri Dunn, Enfield 
1:24:256 Richard Dunn, Boston 
1:24:808 David Newson, Cumbria 

Drake Lake 

1:09:305 Alan Dundas. Arbroath 
1:12:902 Ross McKinstray, Arbroath 
1:18:954 Mark Bonnes. East Kilbride 
1:25:798 Malthe T Clausen, Denmark 
1:31:245 Ruaidhri Dunn, Enfield 

Glacier Coast 

1:29:522 Alan Dundas, Arbroath 
1:36:655 Douglas Bonnes, East Kilbride 
1:43:173 Ruaidhri Dunn, Enfield 
1:45:108 Gautam Rishi, Gerrards Cross 


1:49:446 jon Quarrie, Stapleford 

Port Blue 

1:30:304 Mick Smith, Worcester 
1:38:255 Ruaidhri Dunn. Enfield 
1:44:031 Russell Auld, Lochwinnoch 
1:44:037 Gautam Rishi, Gerrards Cross 
1:45:563 Yvo Van Der Smock, Holland 

Southern Island 

1:20:020 Mick Smith, Worcester 
1:25:361 Alan Dundas, Arbroath 
1:31:904 Ruaidhri Dunn, Enfield 
1:38:079 Jon Quarrie, Stapleford 
1:40:094 Russell Auld, Lochwinnoch 

Twilight City 

1:47:538 Ruaidhri Dunn. Enfield 
1:51:806 Ion Quarrie. Stapleford 
1:52:164 Gautam Rishi, Gerrards Cross 
2:03:365 Gavin Deadman, Biggin Hill 

Marine Fortress 

1:27:854 Ruaidhri Dunn, Enfield 
1:33:918 Gautam Rishi, Gerrards Cross 
1:36:064 jon Quarrie, Stapleford 
1:43:500 Gavin Deadman, Biggin Hilt 


2088 coins Ingvar Gunnarsson, Iceland 


Snowboarding 


Half Pipe Trick Attack 

61178 Mark Spowage, Woodhouse 

Crystal Lake Trick Attack 

43756 Mark Spowage, Woodhouse 

Crystal Peak Trick Attack 

45396 Mark Spowage, Woodhouse 


City 1 

2:05:81 

Michael Williams, Exeter 

2:08:73 

Joe Young, Bickerton 

2:09:65 

Karl Watt, Road Side 

2:10:53 

Shannon Mundy-Castle, Tasmania 

2:10:76 

Jon Quarrie, Stapleford 

Desert 1 

2:02:88 

Michael Williams, Exeter 


'Mischief Hakers 

47 gems Robert Gallagher, Southampton 


Starfox/lyiat'Wars 

Overall Score 

Meteo 

2217 Darren Simmons, Mossley 

302 kills Gavin Brennan, Claremorris 

2192 kills Andrew Robson, Newcastle-Upon-Tyne 
2097 kills Adrian Stead, Hull 

Sector X 

2096 kills Craig Humphrey, Stifford Clays 

161 kills Gavin Brennan, Claremorris 

2094 kills Taty Luostarinen, Finland 

Katina 

CORNERIA 

192 kills Gavin Brennan, Claremorris 

282 kills Andrew Robson, Newcastle-Upon-Tyne 

Sector Y 

282 kills Craig Humphrey, Stifford Clays 

259 kills Neil Friedman, Whitefield 

166 kills Gavin Brennan, Claremorris 

254 kills Adrian Stead, Hull 

Venom 2 

240 kills Matthew Kagelidis, Greece 

227 kills Gavin Brennan, Claremorris 


































Jtagano 'Winter 
Olympics 


1338 pts> Simon Moorhouie, Doncaster 


Oiddy Kong Kacing 


Ancient Lake 

00:^2:03 Adam Charlton, Buckden 
oo:A7:io Rob PicTce, Salisbury 
oo:A2:5Cj Stephen Henderson, Upminster 
oo;/f2:65 Thomas Terrari, Norfolk 
00:14/4:25 Richard Dunn, Boston 

Fossil Canyon 

01:06:53 Adam Charlton, Buckden 
01:10:00 Arthur van Dalen, Netherlands 
01:11:83 Richard Dunn, Boston 
01:12:81 Thomas Ferrari, Norfolk 
01:13:73 Danny Dunn, Boston 

juNGLE Falls 

00:43:65 Adam Charlton, Buckden 
00:45:66 Arthur van Dalen, Netherlands 
00:47:13 Richard Dunn, Boston 
00:47:46 Rob Pierce, Salisbury 
00:48:75 jasort B, Warwickshire 

Treasure Caves 

00:47:71 Arthur van Dalen, Netherlands 
00:49:06 Richard Dunn, Boston 
00:49:31 Thomas Ferrari, Norfolk 
00:49:41 jason B, Warwickshire 
00:50:05 Rob Pierce, Salisbury 

Whale Bay 

00:57:06 Rob I’iefce, Salisbury 
00:59:63 Danny Dunn, Boston 
01:02:11 Raymond Burton. Stockbridge 
01:03:53 Jon Quarrie, Stapleford 
01:03:63 Gavin Brennan, Claremorris 

Pirate Lagoon 

01:04:36 Rob Pierce, Salisbury 
01:11:35 Jon Quarrie. Stapleford 
01:13:35 Gavin Brennan. Claremorris 
01:14:60 Raymond Burton, Stockbridge 

Windmill Plains 

01:35:45 Adam Charlton, Buckden 
01:45:93 Richard Dunn, Boston 
01:52:10 Rob Pierre. Salisbury 
01:52:56 Kevin Seeney, Bury St Edmunds 
02:05:00 Kenneth Dundas, Arbroath 

Crescent Island 

01:11:40 Adam Charlton, Buckden 
01:14:31 Richard Dunn, Boston 
01:24:90 Jon Quarrie, Stapleford 
01:30:76 Neil Friedman, Whitefield 

Hot Top Volcano 

01:15:75 Richard Dunn, Boston 
01:17:93 Rob Pierce, Saiisbury 
01:18:45 Neil Friedman. Whitefieid 


0i;iP.:6i Jon Quarrie, Stapleford 
01:18:76 Kevin Seeney, Bury St Edmunds 

Haunted Woods 

00:57:41 Jon Quarrie. Stapleford 
01:03:56 Raymond Burton, Stockbridge 
01:05:15 Kenneth Dundas, Arbroath 

Frosty Village 

01:19:01 Rob Pierce, Salisbury 

Everfrost Peak 

01:37:03 Jon Quarrie, Stapieford 
01:39:35 Sion Griffiths, Aberystwyth 

Snowball Valley 

01:01:56 Raymond Burton, Stockbridge 

Boulder Canyon 

01:33:36 Rob Pierce. Salisbury 
01:33:81 Danny Dunn, Boston 
01:40:80 Raymond Burton. Stockbridge 
01:45:63 Sion Griffiths, Aberystwyth 

Walrus Cove 

01:36:55 Adam Charlton, Buckden 
01:40:95 Richard Dunn, Boston 
01:44:15 Rob Pierce, Salisbury 
01:46:82 Kevin Seeney, Bury St Edmunds 
1:47:30 Neil Friedman, Whitefield 

Spacedust Alley 

01:34:51 Danny Dunn, Boston 
01:44:61 Arthur van Dalen. Netherlands 
01:51:05 Rob Pierce, Salisbury 
01:52:31 Jon Quarrie. Stapleford 
01:53:03 Gavin Brennan, Claremorris 

Oarkmoon Caverns 

01:49:03 Richard Dunn, Boston 
01:49:75 Adam Charlton, Birkden 
01:55:76 Rob Pierce, Salisbury 
01:56:60 Kevin Seeney, Bury St Edmunds 
01:58:65 Arthur van Dalen. Netherlands 

Spaceport Alpha 

01:44:60 Danny Durtn, Boston 
01:46:23 Rob Pierce, Salisbury 
01:49:40 Arthur van Dalen. Netherlands 
01:54:53 Gavin Brennan, Claremorris 
01:54:86 Jon Quarrie, Stapleford 

Star City 

01:30:45 Rob Pierce, Salisbury 
01:30:90 Richard Dunn, Boston 
01:32:46 Arthur van Dalen, Netherlands 
01:34:88 Stephen Henderson, Upminster 
01:38:31 Kevin Seeney, Bury St Edmunds 


Puzzle 

4:44 Gavin Brennan, Claremorris 


Rescue 

82047300 Gavin Brennan, Claremorris 
78621700 Barbel Koolmees, The Hague, Holland 
38034300 Zack King, Surrey 


Tetrisphere 


Chameleon Twist 


Jungle Land 

03:15 Robert Gallagher, Southampton 

03:25 Zack King, Surrey 

Ant Land 

09:27 Robert Gallagher, Southampton 


Bobsleigh 

50:46 Jon Quarrie. Stapleford 

51:34 Simon Moorhouse, Doncaster 

52:60 Peter Bell, Kent 

53:85 Stu Heath, Kent 


Alpine Skiing 

1:19:91 Jon Quarrie, Stapleford 
1:20:13 Simon Moorhouse, Doncaster 


Speed Skating 1500m 

1:49:19 Jon Quarrie, Stapleford 
1:49:98 Joe Hamid, Mitcheldeen 


Championship Score 

1363 pts Jon Quarrie, Stapleford 


Record Attack: Fastest 

0:20:91 Ben Atkinson. Newcastle Upon Tyne 
0:35:25 Jon Quarrie, Stapleford 
0:36:19 Nicholas Davies, Longfield 
0:36:91 Martin Thorn. Hook 
0:38:42 Jeffrey Van Der Aa, The Netherlands 


Record Attack; Rodeo 

6:58:30 Nicholas Davies, Longfield 
5:26:35 Jon Quarrie, Stapleford 
2:55:24 Paul Culshaw, Welwyn Garden City 
2:17:29 Jeffrey Van Der Aa, The Netherlands 
2:13:76 Gautam Rishi, Gerrards Cross 


Record Attack: Survival 

229 wins Russell Murray, Bournemouth 
93 wins Nicholas Davies, Longfield 
63 wins Paul Culshaw, Welwyn Garden City 
47 wins Martin Thom, Hook 


Ooldeneye 


2:39 Neil Friedman, Whitefield 

2:41 Matthys ten Ham, The Netherlands 

2:44 David Hanson, Birmingham 


Facility - 00 Level! 

1:07 Matthew Stevenson, Bournemouth 

1:10 Matthys ten Ham, The Netherlands 

1:12 Michael Williams, Exeter 

1:27 Daniel Syversen, Norway 

1:31 Stephen Hill, Maidstone 


Military Archives 

0:20 Matthew Stevenson, Bournemouth 

0:21 Michael Williams, Exeter 

0:21 Sam Doyle, Glossop 

0:22 Matthys ten Ham. The Netherlands 

0:23 Richard Lovelock, Newbury 

Streets 

1:14 Danny Dunn, Boston 


Byelomorye Dam 

0:56 James Hurst, Surrey 

0:56 Matthys ten Ham, The Netherlands 

0:56 Richard Lovelock, Newbury 

0:57 Zack King, Surrey 

0:57 Michael Williams, Exeter 


Facility 

0:55 Matthew Stevenson, Bournemouth 

0:58 Matthys ten Ham, The Netherlands 

0:59 Jon Quarrie, Stapleford 

0:59 Neil Friedman. Whitefield 

1:00 Michael Williams, Exeter 


Runway 

0:24 Michael Williams, Exeter 

0:25 Mike Geisler, Australia 

0:25 Matthys ten Ham, The Netherlands 

0:25 Sam Doyle, Glossop 

0:25 Alex Fuller, Gillingham 


Surface 1 

1:07 Danny Dunn, Boston 

1:11 Matthew Stevenson, Bournemouth 

1:13 Matthys ten Ham, The Netherlands 

1:13 Neil Friedman, Whitefield 

1:14 Michael Williams, Exeter 

Bunker 1 

0:22 Andrew Jones, Weston-Super-Mare 

0:23 Matthew Stevenson, Bournemouth 

0:23 Matthys ten Ham, The Netherlands 

0:23 Jon Quarrie, Stapleford 

0:24 Michael Williams, Exeter 

Launch Silo 

1:26 Michael Williams, Exeter 

1:31 Matthew Stevenson, Bournemouth 

1:32 Alan Dundas, Arbroath 

1:33 Danny Dunn, Boston 

1:35 Richard Lovelock, Newbury 

Frigate 

0:34 Adam Tucker, Great Yarmouth 

0:35 Matthys ten Ham, The Netherlands 

0:35 Matthew Stevenson, Bournemouth 

0:35 Michael Williams, Exeter 

0:35 Neil Friedman, Whitefield 

Surface 2 

0:59 Andrew Jones, Weston-Super-Mare 

0:59 Sam Doyle, Glossop 

1:00 Danny Dunn, Boston 

1:00 Sam Doyle, Glossop 

1:01 Jon Quarrie, Stapleford 

Bunker 2 

0:26 Danny Dunn, Boston 

0:31 Michael Williams, Exeter 

0:32 Matthew Stevenson, Bournemouth 

0:32 Neil Friedman, Whitefield 

0:32 Sam Doyle, Glossop 

Statue Park 

2:38 Danny Dunn, Boston 

2:39 Raymond Burton, Stocksbridge 


1:18 Matthys ten Ham, The Netherlands 

i:i8 Jon Quarrie, Stapleford 

1:19 Michael Williams, Exeter 

1:19 Raymond Burton, Stocksbridge 

Depot 

0:31 Michael Williams, Exeter 

0:31 Richard Lovelock, Newbury 

0:31 Matthys ten Ham, The Netherlands 

0:31 Matthew Stevenson, Bournemouth 

0:31 Kenneth Dundas, Arbroath 

Train 

1:42 Matthew Stevenson, Bournemouth 

1:46 Sam Doyle, Glossop 

1:49 Neil Friedman, Whitefield 

1:51 Jon Quarrie, Stapleford 

1:52 Michael Williams, Exeter 

Jungle 

1:19 Neil Friedman, Whitefield 

i;22 Matthew Stevenson, Bournemouth 

1:25 Sam Doyle, Glossop 

1:38 Mans Ericsson, Sweden 

1:45 Andrew Jones, Weston-Super-Mare 

Control Centre 

4:49 Jon Quarrie, Stapleford 

4:52 Andrew Jones, Weston-Super-Mare 

5:07 Michael Williams, Exeter 

5:14 Karl Watt, Road Side 

5:23 Neil Friedman, Whitefield 

Water Caverns 

1:08 Danny Dunn, Boston 

1:09 Jon Quarrie, Stapleford 

1:10 Kenneth Dundas, Arbroath 

1:10 Sam Doyle, Glossop 

1:11 Michael Williams, Exeter 

Cradle 

0:54 Sam Doyle, Glossop 

0:55 Neil Friedman, Whitefield 

0:59 Danny Dunn, Boston 

1:02 Jon Quarrie, Stapleford 

1:04 Matthys ten Ham, The Netherlands 

Aztec Complex 

3:56 James Eyre, Coalville 

3:59 Karl Watt, Road Side 

3:59 Sam Doyle, Glossop 

4:08 Danny Dunn, Boston 

4:12 Matthew Stevenson, Bournemouth 

Egyptian Temple 

1:01 Michael Williams, Exeter 

1:02 Adam Tucker, Great Yarmouth 

1:02 Matthew Stevenson, Bournemouth 

1:04 Richard Lovelock, Newbury 
1:05 Jon Quarrie, Stapleford 


64 MAGAZINE CHALLENOE 
F-I 'WorUUr€Mnd'Prbc 

The Gokieney^ challenge still stands, but this month we’ve got a new 
task for you. f t World Grand Prix is possibly the best Formula 1 game 
ever, and now’s your chance to prove that you’re the best Fi driver eyer. 

We’re looking for your fastest lap times for each track, and the staff 
writer for 64 Solutions, Russell Murray, has kicked things off with a 
time (1:24:74) for one of the most difficult tracks in the game, Monaco. 

So gentlemen (and ladies)... start your engines! 
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Turok Training 
level 

2:12 Michael Williams, Exeter 

2:58 Ingvar Gunnarsson, Iceland 

}:i5 Gavin Deadman, Biggin Hill 


'Wetrix Classic 


Classic 

48104283 David Baker, Great Knowley 
42171264 Christine Allum, Rickmansworth 
3127208 Mans Ericsson, Sweden 
2874158 Darren Cooper, Anfield 
207341 Stephen Henderson, Upminster 

Pro 

644326 Mans Ericsson, Sweden 
576238 Phillip Winterhalder, Portsmouth 

1 Minute Challenge 

7636 Mans Ericsson, Sweden 

6050 Greg Holman, Cambridge 

Half Full Drain 

1550024 Mans Ericsson, Sweden 


F-? WGP 

Fastest Lap Monaco 

01:24:74 Russell Murray, Bournemouth 


Shadows of 
theCmpire 

Battle of Noth 

0:02:07 Matthew Stevenson, Bournemouth 
0:04:27 Hans Lafeber, The Netherlands 

Escape from Echo Base 

0:03.52 Matthew Stevenson. Bournemouth 
0:04:04 Hans Lafeber, The Netherlands 

The Asteroid Field 

0:03:16 Matthew Stevenson, Bournemouth 
0:04:36 Hans Lafeber, The Netherlands 

Mos Eisley and Beggar's Canyon 

0:02:49 Matthew Stevenson, Bournemouth 
0:04:26 Hans Lafeber, The Netherlands 

Imperial Freighter Suprosa 

0:03:13 Hans Lafeber. The Netherlands 

Skyhook Battle 

0:06:50 Matthew Stevenson, Bournemouth 

Xizor's Palace 

0:07:50 Hans Lafeber, The Netherlands 


IToshii Story 


Danny Dunn, Boston 

35998 

Richard Dunn, Boston 

35460 

Bonny Qvistorff, Copenhagen 

33234 

Steven Dijkerman, The Netherlands 

29266 

Michael Williams, Exeter 


T§ario 1 fartB 9 


Luigi Raceway 

01:21:94 Arthur van Dalen, Netherlands 
01:31:30 Taty Luostarinen, Finland 
01:38:47 Rob Pierce, Salisbury 
01:39:64 Richard Dunn. Boston 
01:40:09 lames Eyre, Coalville 

Moo Moo Farm 

01:21:71 James Eyre. Coalville 
01:21:80 Mick Smith, Worcester 
01:22:12 Alan Dundas, Arbroath 
01:30:42 Danny Dunn, Boston 
01:33:68 Rob Pierce, Salisbury 

Koopa Troopa Beach 

01:28:56 Mick Smith. Worcester 
01:29:27 Edward Pes/ewski, California. USA 
01:30:42 Alan Dundas, Arbroath 
01:33:61 lason Wheatley. Shildon 
01:40:17 Richard Dunn. Boston 

Frappe Snowland 

00.-25:34 Arthur van Dalen. Netherlands 
00:27:45 Alan Pierce, Salisbury 
00:27:72 Rob Pierce. Salisbury 
00:29:57 Danny Dunn, Boston 
00:39:4 3 Russell Auld, Lochwinnoch 

Mario Raceway 

00:54:01 Taty Luostarinen, Finland 
00:58:30 Mick Smith. Worcester 
01:02:65 Rob Pierre, Salisbury 
01:04:79 Richard Dunn, Boston 
01:09:90 Matthew Bullman, Castleford 

Wario Stadium 

00:21:22 Richard Dunn, Boston 
00:22:03 Rob Pierce, Salisbury 
00:22:17 Danny Dunn, Boston 
00:23:52 Neil Friedman. Whitefreld 
00:26:62 Matthys ten Ham. The Netherlands 

Choco Mountain 

01:40:71 Rob Pierce. Salisbury 
01:44:13 Danny Dunn, Boston 
01:49:89 Mick Smith. Worcester 
01:52:90 Aaron Norris. Western Australia 
01:55:22 Kenneth Dundas. Arbroath 

Royal Raceway 

01:57:53 Mick Smith. Worcester 

02:07 54 Rob Pierce, Salisbury 

02:10:06 Danny Dunn, Boston 

02:22:46 leffrey Van Oer Aa. Beringe. Netherlands 

02:23:75 Ingvar Gunnarsson. Iceland 


Kalamari Desert 

01:36:58 James Eyre, Coalville 
01:37:22 Alan Dundas. Arbroath 
02:09:38 Danny Dunn, Boston 
02:i2:i6 Rob Pierce. Salisbury 
02:13:71 Richard Dunn, Boston 

Yoshi Valley 

00:35:19 Danny Dunn, Boston 
01:13:36 Matthys ten Ham. The Netherlands 
01:32:73 Rob Pierre, Salisbury 
02:00:28 Russell Auld, Lochwinnoch 
02:07:83 Paul Lloyds, Tenderden 

Rainbow Road 

04:15:95 Alan Dundas. Arbroath 
04:40:18 Rob Pierce. Salisbury 
04:53:52 Danny Dunn, Boston 
05:05:21 Russell Auld. Lochwinnoch 
05:12:75 Ingvar Gunnarsson, Iceland 

Banshee Boardwalk 

01:47-28 Arthur Van Dalen, The Netherlands 
02:02:06 Alan Dundas. Arbroath 
02:08:77 Rob Pierce. Salisbury 
02 20:75 Russell Auld. Lochwinnoch 
02:21:03 lames Eyre, Coalville 

Donkey Kong's Jungle Parkway 

00:31:94 Danny Dunn, Boston 
00:35:01 Rob Pierce, Salisbury 
00:46:29 Richard Dunn. Boston 
01:18:67 Matthys ten Ham. The Netherlands 
01:35:28 Arthur Van Dalen, The Netherlands 

Sherbet Land 

01:50:33 Mick Smith. Worcester 
01:56:41 Alan Dundas. Arbroath 
02:00:27 lames Eyre, Coalville 
02:05:14 Rob Pierce, Salisbury 
02:05:82 Danny Dunn, Boston 

Bowser's Castle 

02:04:44 Kenneth Dundas. Arbroath 
02:17:71 Rob Pierre, Salisbury 
02:22:67 Matthys ten Ham, The Netherlands 
02:50:37 Russell Auld. Lochwinnoch 

Toad's Turnpike 

01:57:79 Danny Dunn, Boston 
02:05:37 Aaron Norris, Western Australia 
02:35:50 Kenneth Dundas. Arbroath 
02:45:26 lames Eyre, Coalville 
03:11:15 Russell Auld, Lochwinnoch 


Snowboard If ids 


Rookie Mountain 

0:26:43 Rob Pierce, Salisbury 
0:26:63 Kenneth Dundas, Arbroath 
0:27:23 Jay Scott, Fort William 
0:27:33 David Dennison, Welwyn Garden City 
0:30:66 Joe Young, Bickerton 

Big Snowman 

1:37:43 Rob Pierce, Salisbury 
1:39:30 Jay Scott, Fort William 
1:41:26 David Dennison, Welwyn Garden City 
1:41:33 Kenneth Dundas, Arbroath 
2:01:73 Joe Young, Bickerton 

Sunset Rock 

1:37:63 jay Scott, Fort William 
1:38:50 Rob Pierce, Salisbury 

Night Highway 

1:31:60 Rob Pierce, Salisbury 

1:32:66 Kenneth Dundas, Arbroath 

1:33:30 jay Scott, Fort William 

1:33:66 Joe Young, Bickerton 

1:33:90 David Dennison, Welwyn Garden City 

Grass Valley 

1:42:26 Rob Pierce, Salisbury 
1:44:86 Kenneth Dundas, Arbroath 
1:46:83 joe Young, Bickerton 
1:47:10 Daniel Syversen, Norway 
1:47:26 jay Scott, Fort William 

Dizzy Land 

1:36:43 Rob Pierce, Salisbury 
1:37:33 jay Scott, Fort William 
1:37:43 Kenneth Dundas, Arbroath 
1:37:53 Daniel Syversen, Norway 
1:37:53 Joe Young, Bickerton 

Quicksand Valley 

01:37:10 Rob Pierce, Salisbury 
01:37:83 Kenneth Dundas, Arbroath 
01:40:50 Daniel Syversen, Norway 

Silver Mountain 

01:46:86 Kenneth Dundas, Arbroath 
01:47:33 David Dennison, Welwyn Garden City 
01:47:70 jay Scott, Fort William 
01:47:80 Rob Pierce, Salisbury 
01:48:30 Joe Young, Bickerton 

Ninja Land 

0:23:06 Rob Pierce, Salisbury 
0:24:50 Kenneth Dundas, Arbroath 
0:24:46 Daniel Syversen, Norway 
0:24:53 Joe Young, Bickerton 
0:24:60 Mike Brear, Wirral 

Animal Land Trick Score 

5520 Robert Gallagher, Southampton 
4352 joe Young, Bickerton 
2704 Mike Brear, Wirral 


QifcilreS^ 

p 1: The Slipgate Complex 

Michael Williams, Exeter 
Raymond Burton, Stockbridge 
jon Quarrie, Stapleford 

p 2 : Castle Of The Damned 

Jon Quarrie, Stapleford 
Michael Williams, Exeter 
Raymond Burton, Stockbridge 
John Brennan, Bicester 

p 3 : The Necropolis 

Jon Quarrie, Stapleford 
Michael Williams, Exeter 
Raymond Burton, Stockbridge 

p 4 : Gloom Keep 

Jon Quarrie, Stapleford 
Raymond Burton, Stockbridge 

p 5 : The Door To Chthon 

jon Quarrie, Stapleford 
Raymond Burton, Stockbridge 

? 6: House Of Chthon 

Raymond Burton, Stockbridge 
jon Quarrie, Stapleford 
John Brennan, Bicester 

p 7: ZiGGURAT Vertigo 

John Brennan, Bicester 

p 8: The Ogre Citadel 

Raymond Burton, Stocksbridge 
John Brennan, Bicester 

» 9 : The Crypt Of Decay 

Raymond Burton, Stocksbridge 

» 10 : The Wizard's Manse 

Raymond Burton, Stocksbridge 

> 11 : The Dismal Oubliette 

Raymond Burton, Stockbridge 

> 12 : The Underearth 

Raymond Burton, Stocksbridge 

> 13 : Termination Central 

Raymond Burton, Stocksbridge 

> 14 : The Vaults OfZin 

Raymond Burton, Stocksbridge 

» 15 : The Tomb Of Terror 

Raymond Burton, Stocksbridge 

> 17 : Chambers Of Torment 

Raymond Burton, Stocksbridge 

> 23 : Azure Agony 

Raymond Burton, Stocksbridge 

» 25 : Shub Niggurath's Pit 

John Brennan, Bicester 
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ULTIMATE 

One person each month will be The Chosen One. K 

Chosen, that is, to win themselves a Trident Pad mr ^ 


One person each month will be The Chosen One. 
Chosen, that is, to win themselves a Trident Pad 
and 256K memory card from Logic 3! The player 
whose prowess impresses us the most will win 
themselves the coveted title of Ultimate Player. 
It could be you - get ready to play! 

For non-ultimate players, the Tridt 
Pad costs £19.99 and the 256K 
memory card costs £6.99. You car 
call Logic 3 on (0181) 900 0024! 












OVER 480 PAGES OF COMPLETE 
SOLUTIONS TO THE NINTENDO 64'S 
GREATEST GAMES! 


SOLUTIONS INCLUDE DIDDY KONG 
RACING, GOLDENEYE, MISSION 
IMPOSSIBLE, BANJO-KAZOOIE, 
MK4, FORSAKEN AND QUAKE! 


A-Z OF CHEATS 


Please rush me Nintendo 64 SSS GOLD 
priced at £14.95! □ 


ALSO INCLUDED IS 
THE COMPLETE A-Z 
OF N64 CHEATS 
AND CODES FOR 
ALL THE LATEST 
GAMES! 


Name:. 

Address:. 


Please return this coupon or a 
photocopy of it (together with your 
cheque/PO made payable to Paragon 
Publishing Ltd) in an envelope and post it to us 
free (within the UK) to the following address: 


I would like to pay by: 

□ Cheque/Postal Order . 

(Please make payable to Paragon Publishing Ltd) .. 

□ Credit Card □ Switch/Delta Postcode: 


Card type:.. 

Card number:.... 
Expiry date:. 


Phone number: 
Signature:. 


Nintendo 64 SSS GOLD Orders, Mail Order 
Department, Paragon Publishing Ltd, 
FREEPOST (BH1255), Bournemouth BHi 2TA. 
Alternatively fax your coupon to (01202) 
299955 or ring the 24 hour order hotline on 

(01202) 200200 

All prices include postage and packing 






For all the latest N64 news, reviews and tips, 
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MI$$ION FIVE 


*WeYe detecting some large objects headed towards our base. Beam out to the 
location and extinguish any possible threat to the base. Good luck.** 

begin this level back at base. you fly over the gap in the hedge, code 
W Gather any nectar you need now as the two points pick-ups worth looo 

you can’t return once you go through the points and go through the teleport, 

teleport. There’s a Plasma Pistol in the Upon exiting the teleport you are 

tube near the tree and points pick-ups confronted by two Killa-Pillas. As you 

worth 510 points in the other tubes. As fly into this section look on top of the 


two small square brick columns for a 
Plasma Pistol and a Spiker. 

Killa-Pillas are only damaged by a 
blast to the head and their rate of fire is 
rapid, so keep dodging around them and 
focus your fire on one of them at a time. 
At the rear of the arena on the right and 
left are two more Plasma Pistols. 

I When you finish off the Killa-Pillas, 
the KJlla-Kommander will emerge. He is 


also only vulnerable to direct head shots 
and takes more hits to kill. His firepower 
is stronger and faster and he sinks back 
down into the water to pop up 
elsewhere so you need to stay alert. 


The first 
teleport 


11 notice 
Killa-PitI 
: a time. 


you emerge fron 
the water. Focus 


ired aroiiBd the arena 

youH fNl seyenel weapar^. )dk 

id up ort earti^r mbsbns, ymi’ii 


The KiUa-i 
hfs^Michi 


■Kommanda’ doesn’t emerge from the 
imen. Na^sa hit tdi^er with heavier 


int|t yohVe 


taken 


»water ui 
firepower. 























Fly over this blue pad 
which is situated on the 
left in the first area and 
you’ll get some useful 
bonus items. 


When you’re carrying the 
bomb, a stray shot or 
grazing a wall could set it 
off, so you need to have as 
clear a path as possible. 


Although you need to take the bomb 
with you, it’s best Initially to leave it and 
clear a route first. Find the yellow Herd 
door, then locate the switch which is 
guarded by Giz Beetles and Mosquitoes. 
Avoid or destroy the guard insects and 
blow the switch. 

Near the switch is a silver birch stump 
with a Plasma Pistol on top. Next to this 
is a small fenced area and on top of the 
fence Is a Frag Cannon and a points pick¬ 
up. Another points pick-up is behind the 
large silver birch in the fenced-off area. 

Exit the fenced area and turn left to 
find a Spiker in the corner, then proceed 
through the now-open Herd gate and 
follow the line of points pick-ups. in the 
first flower-bed is an Exo-Sect Launch^r.^ 

A Killa-Pilla guards the tunnel to the ^ 
next section. You could avoid it but 
you need to come this way taler with th| 
bomb it’s best to destroy i 

Pilla’s demise triggers a vva\^e of Wasps 
and you need to wipe theseKJiltf top. 

In the tunnel watch out for^ttie Giz 
Beetles at the other end. Blow as many 
of them away as you can from inside the 
tunnel before to finish off any 
survivors. The tuhnel also supplies you 
with a full-healthpfck-up. 

Continue through the green hole and 
into the sewer, then follow the sewer 
round until you see the Killa-Pilla. In a 
large rusty pipe in the wall on your left is 
an Exo-Sect Launcher, which you should 
use to dispatch the snake-like insect 
from a safe distance. 

In the alcoves on the left and right are 
points pick-ups, and if you examine the 
green pipes In the celling there are two 
more worth points. 

Follow the trail of small points pick¬ 
ups round the sewer to a junction. 
Straight ahead is a closed Herd Gate, to 


points pick-up and an Exo-Sect Launcher, 
Collect these and fly back to the junction, 
then turn left and use the Exo-Sect | 
Launcher to destroy the Killa-Pilla 
waiting there. Fly past Its remains and 
turn right to find the switch. Blow the 
switch and head through the now-open 
Herd Gate. Keep an eye out as there Is 
another Killa-Pilla just through the gate. 


**A radar control centre has been pin-pointed 
command centre is very well armoured, so we 
with explosives to place under the structure, 
from the protective beam and drop 

Y ou begin this level facing a bomb 
guarded by a Phase Column, which 
is an energy beam that saps your health 
if you go near It. Get too close and 
strands of energy leap out and drag you 
in to your death. You need to blow the ’ ^ 
switch that turns off the beam in order, 
to access the bomb. ■' 


to sector 42, This 
have provided you 
fllect the explosives 
under the target/* 


jcret One: From your start point fly up 
id left and examine the dirt wall. There 
a small blue landing pad. Fly over it to 
ake a Spiker gun and four points plck- 
)S worth 400 points appear. 


Secret Two: Destroying the Killa-Pilla ? 
behind the Herd Gate triggers the 
appearance of two more Killa-Pillas, a 
host of points pick-ups, a Fusion Canno 
and a Plasma Pistol. If you don’t want 
the points and weapons, it’s easier just 
to avoid the first Killa-Pilla. 


◄ The Command Centre is 
heavily defended. Ifyou cj 
take out everything in the 
area including the turrets 
before you get the bomb. 


00002538 


On your left is a small passageway 
with two Frag Cannons and points pick¬ 
ups worth 640. Your objective Is 
through the hole in the wall ahead. Go 
through and clear 
the area, starting i 
generator, and ens 
all the gun turrets. 

Once the area is clear make yourway 
back to the start, get the bomb, bring it 
back and drop it on the pad under, the 


00003956 


enemies in 


remove 


A This Killa-Pilla is stationed close to a tunnel you’ll need 
through so it’s advisable to kill him before you pick it up. 


bomb 
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▲ When you take out the Transporter, be alert 
for incoming Homing Maggots, which will d 
you serious damage if they hit. 


A The Phase Columns are beams of energy which zap you if you get within range 
and suck you in if you get closer. Stay clear of them! 


Wasps until you reach the Weevil 
Cannon. Behind it, on the small 
cobbled wall, is a Spiker gun, on the 
ceiling in the pipes is an HGS 2000, on 
the ledge are pick-ups worth 200 and a 
Plasma Pistol and in the rusty pipe is a 
Pulse Laser. 

Continue through the pipes and past 
the Killa-Pilla to a door. Destroy the 
Blocker Bug, collect the HGS 2000 from 
the small wall and pass through the 
door into the last section. 

On your left as you fly in is a small 
structure with a red energy mass above 
it which is your objective. Before you 
can destroy it though you need to take 
out the five shield generators protecting 
it. It’s also best to clear the area of 
enemies first. 


before you proceed. This done, fly up 
and over and check the urn on the left 
for a Plasma Pistol. 


**The Herd have constructed an outpost just beyond our perimeter. 
Now that you have weakened their surveillance capabilities, sneak 
in through the sewers and take out the Herd outpost. This will give 
the enemy a shock! Good luck!” 


Secret Two: Look at the^hedge near the 
urn to see a gap. Flylhroiigh thq gap 
into a very small secret area with a Frag 
Cannon and a Full HVaJlti pick-up. 


9^n the hedge behind your start 
%^position are two Plasma Pistols, an 
HGS 2000 and a points pick-up. There 
are also some Cluster Bombs on the 
garden urn which are good for dealing 
wifh ant infestations. 

Collect the pick-ups, destroy the 
Grade II Transporter (it now has a gun 
turret) and stay well back because when 
it explodes two Homing Maggot missiles 
fly out of it. Fly along the bridge and 
destroy any hostiles you encounter. 


Secret Three: As you exit the gap in the 
hedge, examine the wall ahead of you 
near the spade for a weakness. Shoot 
the wall and inside are points pick-ups 
worth 500, an Exo-Sect Launcher and an 
HGS 2000. There are also two nectar¬ 
giving flowers. 


(Check the flower pot for a Plasma 
Pistol $ind follow the line of small points 
pick-ups under the gate where there is 
also anotherj^pcker B^ijg to destroy. 
Don’t hang around,, n^ar^ the base of the 
gate for too long there is a Weevil 
Cannon on the other side bjastlr]g at 
you. There is al^ a Lbbse^jun 
Emplacement on the wall to the right. In 
thitsection you h^,t3D blowlM) 
i\^jtj;jhfei»-t0^turhWWihe Phase Wlumns. 

A? tflib Action, 

fty difdc^ly tqypur rightexamine the 
wall behfni^frl^ |ij^ for a vv^p^aKness. 
$hot){ tb|j/K|lj. It^de is a small area 
with points oiti^ps 1300, a 
plasria p'tstoh Cluier Boirebs and a 


Secret One: Under the bridge are some 
points pick-ups worth 700 points. Don’t 
touch the water! 


Secret Five: Examine the brick wall near 
the raised flower bed with ivy trailing 
down it to find a weakness in the wall or 
the left as you enter. Shoot the wall. 
Behind it is a Fusion Cannon, points 
pick-ups worth 600 and a Full Health. 


In this first small area on the h^dge t 
your left are points pick-ups worth 200 
and a Plasma Pistol. Also look on the 
stepping stones for more points pick¬ 
ups, worth 700. 

You need to approach the exploding 
Mushrooms and Mines with care and 
there is also a Blocker Bug to destroy 


Trtd Graiiil U tVii)$porter Is 
a tot mdrl dangdrb^jthart 
iti predecesSbf. also 
just litTtoured. 


As you take out the shield 
generators, look low between the 
hedge and the raised flowerbed for twp 
points pick-ups worth 200 and a 
Plasma Pistol. On the urn are some 
Cluster Bombs which are excellent for 
dispatching Giz Beetles. 


00001258 


' ]pjo\|tne^o and head for 

the dobiiilyfc^y ypcked by the 
Phase Cxfllniils.vT 1 ^ door itself is 
shielded to blast it, but first 

take out the Weevil ciihnon and Louse 
Gun Emplacement. ? ^ 1 j' 

The door leads hfpi^lJi^iewers. On a 
ledge to the left fe a Fullfl^lJifth' pick¬ 
up, an HGS 2000 and a lod Pick¬ 
up. Make your way through the ! 
destroying the swarms of Fireflies: aril 11 


Keep an eye out for weak spots in walls 
signified by a scratch. Shooting these can 
gain you some useful bonuses. 








they are very accurate shots. 

In the rusty pipe directly ahead is a 
Full Health pick-up. Continue round the 


▲ This easy-to-find area houses some very 
useful pick-ups that you’re going to need if 
you want to finish the mission in one piece. 


t>> w • ♦ 

- —r ' 


BUCK BUMBLE 
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lit* 


MISSION eioht: 


Sewer 


m PS 


A Weevils are fairly nasty opponents, as they 
move pretty quickly, have a rapid rate of fire 
and are far too accurate! 






**After your last mission the Herd are 
really on the run... We have discovered 
” ^ ^ that a large number of air units 
' ’ * evacuated the outpost and are now 
regrouping in the sewers. Get in there 
S and destroy all the wasp and wasp 
generators once and for all. ” 

F rom the start point rise up and 
collect the Spiker. Fly forwards and 
look down to find another one. To your 
right is a Weevil Cannon and there is an 
HGS 2000 above it. Continue forwards ' 
and you will find another Weevil on the : ^ 
hedge to your left with a Plasma Pistol 
behind it. Fly towards the wooden beams 
and destroy the Weevil under them. This 
allows you safe passage through without 
destroying the mines above. 

Secret One: After flying under the 
wooden beams, fly to your right towards 
the hedge and the end of the wall. On 
top of the hedge is a Pulse Laser. Fly to 
your left for points pick-ups worth 2500 
points, an Exo-Sect Launcher and a 
Plasma Pistol. There are also three 
nectar-giving flowers. 

Fly back to the pond. Use the Exo-Sect 
Launcher to destroy the Louse Gun 
Emplacements and the Killa-Pilla, then 
destroy the shield on the door and fly 
into the sewers - but be careful, as There 

nrA \A/oQt/ilc fVio rl/M-vr nnri 


^ Homing Mines are very 
nasty indeed. They’ll drift 
towards you when you get 
within a certain distance, 
and if they get too close 
it’s goodnight Buck! 


sewer into an open area with Fire Flies 
and two Weevil Cannons. Use your HGS 
2000 to take them out. 

Secret Two: On your right is a small 
passageway leading to a dead end in 
which there is a Fusion Cannon and an 
HGS 2000. 

In this area there is a passageway to 
your left and one to your right. 

Remember this area as you need to 
come back to it later. Take the passage 
on the left (characterised by a set of ^; 
ledges on either side of the wall) to a j J ? j 
set of pipes blocking a passagewayoij , 
your right. Slip between the bai^ ihd i 
follow the line of pick-ups inf{)^4 [! 
area with two Giz Beetles m 1 1 ’ 

Destroy the Beetles and up (q 




A It’s worth exploring every nook and cranny 
you can find. These overhead pipes conceal 9 
couple of very tasty pick-ups. . i f 

some pipes on the ceiling on top of 
which is a points pick-up worth 500 and 
a Full Health pick-up. 

Fly down and through the opening 
and continue down the passageway to a ^ 
set of small cobbled walls on either side 
of the sewer wall. Go round the corner, 
destroy the Wasp generator first and 
then the Wasps, collect the Full Health 
pick-up and head back to the main area, 
j \ This time, take the passage on the 
right and navigate your way through the 
, y^ripus pipes and beams, destroying 
i phl^^iiemles you find. You will 
= fevintualiy come across a small cobbled 
wall going ^long the sewer ahead with 
two Louse Gun Emplacements, Mines 
and Gi? Beetles around it. Destroy these 
from a distance v/ith the HGS 2000 or 
Fusion Cannon. There is a Full Health 
' pick-up above the cobbled wall. 

Go cautiously left watching for Homing 
Mines as you turn the corner and destroy 
the Wasps and Wasp Generator which 
drops a Full Health pick-up. Collect the 
Spiker on the ledge then head back to 
the cobbled wall and straight on and 
round the corner. Destroy the last Wasp 
Generator and clean up any remaining^ 
Wasps to finish the mission. 


00003378 
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A You’d be well-advised to follow this advice. 
The Flak Slugs fire rapid, random bursts of 
fire that can do you some serious damage. 


*'At last we can attack! During the strategic preparations, your job 
is to find any other forms of Herd equipment which may cause us 
further problems. Explore the area and seek out any information 
that may be useful to our cause. ** 


r mm your start point fly forwards 
noting the closed Herd Gate on the 
left. This is a key Gate and needs three 
key pieces before it opens. Obey the 
message to 


the lone Killa-Pflla the tree 

stump, while piece^fif^ejs dropped t 
one of the Wasp^ rri th4 swarm flying 
above the tree st^p. 

On a small island in the middle oft 
water is a Spil^er, a Frag Cannon, and 
Herd barracks with 500 points inside. 
Also, look on top of the log to find a 


A This key piece is obtained by eliminating the 
swarm of Wasps you’ll find circling among the 
Flak Slugs. 


“DANGER KEEP LOW! 
avoid getting hit by the Flak Slugs. The 
best way to do this is to keep to the 
water, so drop into the ravine and fly 
along it, keeping an eye out for pick-ups 
on ledges higher up. 

Continue flying low and straight 
ahead until you reach a small Herd 
building. Blow it up for the first key 
piece. Piece two is gained by destroying. 


The area is full of gun turrets, so keep 
moving to the next teleport. You are 
transported to an arena with a Herd 
Commander so make sure you pick up 
all the weapons you need before you go. 


“(Jops, there's been a mistake. Qur 
? beaming units have been scrambled 
and you've been teleported deep 
behind enemy lines. Destroy any 
hostiles in your vicinity before we can 
jse the emergency beam to get you ou 
of there!" 


The teleport in this area is 
Inactive at first. To get it 
working you need to 
destroy every enemy in 
the surrounding area. 


Keep behind the Herxkijommander to 
prevent him hitting you antttpi^mmel 
him. When hit him enoilgli liir^jes, h( 
takes off, but the same tactic|^jll wdnk^ 
The Pulse laser is the most ditabl^ 
weapon to use. 


»you’ve scored; • 
igh hits on the 
1 CommarK^ hell 
off. Continue to 
:k his rear! 
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we discovered the reason for that last teleport error. A Herd 
is scrambling our teleport information. This pylon must be 
all costs if we are to continue our campaign.** 


destroyed at 


water and is trickier because of a Gun 
Turret behind the switch and a Water 
Boatman that shoots spikes at you. Use 
the Guided Missile Launcher to blow the 
switch then nip in and collect the HGS 
2000 and the Plasma Pistol from on top 
of the log. 

Go back to the start point and right, 
collecting the Cluster Bombs from on top 
of the mushrooms. The next switch is 
nestled in a gully guarded by an army of 
Ants. Bomb the Ants and blow the 
switch then fly back to the start point 
and on towards the gate. Near the left of 
the gate is an HGS 2000 pick-up. 

There are still two more switches to 
go. Starting with the left one, follow the^ 
conduit to the switch which is guardejl^ f 
by Killa-Pillas. Blow the switch, collect : r 
the Spiker from the mushroon} end^t^ 


A Grab the Guided Missile Launchers when y( 
find them. It’s one of the best weapons, 
allowing you to attack from around corners. 


r ou Start this mission facing the Herd 
Gate, which requires five switches 
to open. Each switch is attached to a 
conduit. Look inside the log you start on 
for a points pick-up worth 500, a Cluster 
Bomb and an HGS 2000. in the large log 
nearby is a Guided Missile Launcher 
which takes practice to master but is one 
of the most valuable weapons. 

Follow the two conduits on your left. 
The first switch is fairly easy to blow up, 
just be careful to avoid the Explosive 
Mushrooms. The second is in a body of 


HGS 2000 from behind the tree stump 
then fly back out to the water and colU 
the Plasma Pistol from on top of the 
mushroom. 


Secret One: Take a look at the two trees 
close together with the leafy plant 
beneath next to the pool of water with 
the first two Killa-Pillas. If you look 
carefully, you can see a tunnel. Through 
this is a secret area with an HGS 2000, 
points pick-ups worth 2600 and four 
nectar howers. 


00000000 


Follow the last unbroken conduit 
through a narrow area full of Gun Turrets 
and Louse Guns. The trick is to weave 
^Efrbund the logs and keep low. Try and 
pick off the Blocker Bugs from a safe ,, 
distance or they will slow you right 
down, leaving you vulnerable to shots ' >' 
from the Louse Guns and Gun Turrets. 
Blow the switch and return to the start 
point, collecting the three Plasma Pistols 
from on top of the logs, fly through the 
Herd Gate, take out the three Killa-Pillas, 
the Water Boatman and the Pylon. 


) 00540 ; 


00001857 


00006552,^ 


A The best way to take out this 
switch is with a Guided Missile. 
Settle down somewhere out of 
harm’s way and guide it ini 


00006002 




Boatman Is j 


fires homing shots, 


ind siArmergei 


A The Water 

Kilia-Piltas first then waR tJcfimt© appear. 
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**To learn more about the enemy, it is vital that we collect some 
specimens for study We will transport you to a quiet forest sector 
where there have been sightings of semi-mutated Herd lings. As 
these Herdlings are relatively harmless, you are ordered to 
capture three different breeds and return them to the drop basin 
one by one. You will need to find and use the stun gun to be able 
to pick-up the Herdlings.*' 

r here are three different types of 
Herdling to collect, yellow, red and 
green ones. When you collect a 
Herdling, be careful not to scrape it 
against anything or it will be destroyed. 

From the start point next to the drop 
basin, collect the Cluster Bombs and the 
Guided Missile Launcher and follow the Stun a Herdling and take it back to the 
yellow path, just left of a barrel on a start point. As you pass over the drop 
ledge you will find the Stun Gun on a basin, the Herdling will be stored. You 

blue pad. Collect it and go back down now need to find three key pieces to 

the path clearing the area of all enemies unlock the Herd Gate by the ruined houses 
first as they will hinder you. Key piif ce one is ih the Gun Turret next 

Key piece two is in the ruined house 
I . with the chequered floor (ehter through 


► This Is where you need to 
take the Herdlings once 
you’ve stunned them. To 
deposit the baby insects, 
simply fly over it. 


Through the Gate you’re faced with 
two more. One is red and opens when 
you kill all the insects in the area, the 
other Gate is opened by blowing a 
switch. Kill all the enemies and proceed 
into the next section, then collect the 
Guided Missile Launcher from the 
mushroom on your right. 

You’ll find the re^ Herdlings behind 
the Killa-Pilla. Blow up the^ Herd barracks 
and the Gun Turret for Frag Cannons and 
points pick-ups worth 500, then blow the 
switch to open the other Herd Gate. 

More wasps will have spawned in the 
area with the two Herd doors so be 
careful if you’re carrying the Herdling. 

Go through the yellow Herd Gate into 
the last section. The Green Herdlings are 
in the picnic area. Return one of them to 
finish the mission. 


OOOC0675 


these green Herjilings 
the last ones y^y heed 
find. They’re roaming 
around a picnic area in 
last section. 


To capture a Herdling, you’ll need to 
them using this, the Stun Gun. They* 
out for a few seconds, so grab them < 














^feh0410425019Jej/Fa)K0143^6935y[^^jNSOg 

^man^onsolekhig@yahoo!com§^||^^j 

Nintendo 64 HK NTSC 

240 VPSU.£99 

Official Pad .£22.99 

Smoky Pad.£29 

Colour Gameboy.£Call 

N64 CD Add-On.£225 

PlayStation Universal - Plays All CDs.£129 


Zelda. 

...£Gall 

Dual Shock!. 

.£20 

PAL Booster - Import Games 

Turok 2 . 

...£Call 

Dual Shock Colour . 

.£29 

In Colour On Any TV ... 

...£18 

DX 256 Game Cart... 

.£29 

PS Laser Unit. 

.£35 

Action Replay. 

...£15 

N64 Add On Save. 

.£29 

Arcade Gun With Pedals 

....£29 

Metal Gear US. 

.£Gall 

DS1 - F-Zero/1080“ Save 

....£35 

Giincon Scart Lead. 

.£6 

Ridge Racer 4. 

.£Call 

Smart PAL Booster . 

.£39 

PS Chip. 

.£6 

PS VCD Card. 

...£69 

Lets You Play Import N64/PS/SS Games On Any TV 

Quality Steering Wheel . 

...£Gall 



White Saturn Inc. Free UK/US/JAP Compatibility & 4M for X-Men, KOF ‘97 etc. 

Sega Cool Pad. 

.£15 

Gapcom Vol 1 . 

.£39 

Saturn VCD Card. 

,...£69 

Radiant Silver Gun ..£43.99 

Capcom Vol 2. 

.£44.99 

Saturn Chip l.G. 

....£25 

X-Men vs SF. 

£43.99 

Gapcom Vol 4. 

....£Call 

Link Up Gable. 

,...£12 

Vampire Saviour. 

£43.99 

Dungeons & Dragons ..Nov. 

Saturn Scart. 

,...£10 

Metal Slug. 

...£Call 

Marvel vs SF. 

.Oct 22 

Dreamcast VMS/PDA 


Metal Slug 2. 

...£Gall 

Saturn VCD Card.... 

.£69 

Godzilla. 

£29 


Saturn 50/60 Hz Full Screen Conversion & 4 in 1 Import Conv Cart, 4M/UK/US/JAP £39 


Dreamcast Deposit £25 

Unit Reserved For Xmas, 
Guaranteed For Under £399 

tl rUBM 

Please send cash, cheques, postal orders to: 
Console King, PO Box 6, Narberth SA67 7YG 



NEO GEO Pocket .£Call 

NEO GEO CD .£1XX 

Metal Slug 1.£49 

Metal Slug 2.£59 

KOF ‘98.;.£Call 

Last Blade .£59 

Art of Fighting 3.£29 

Real Bout FF 3.£29 


All Titles Available!! 


4 in 1 Saturn Converter 

£25 

Play Import Games On UK Saturn i.e. US/JAP. 
Lets You Play RAM Games 4/1M Inc Xmen, KOF 
‘97, Metal Slug. Plug In Cart. Slot And Play!! 


PlayStation ^ Saturn Nintendo 64 
Super Nintendo ^ Megadrive ^ Gameboy 

teo® §3 5[h(§Dt!ii^3[riD (p4‘(p 

Console Exchange, 25 Greig Street, 
Inverness, IV3 5PX 


¥tSM 


Business Hours lOam - 5pm 
Mon, Tues, Thurs, Fri, Sat 
12am - 5pm Weds 


Tel/Fax 01463 221173 
Email; console@btintemet.com 




N64 CD Add On 
CaJI for today’s 
unbeatable special 
package offer! . 


Dreamcast Pre-Orders 
Taken NOW! We Will 
Have Them First 


WWW 


1 ^ - TSK -^44 




We Sell Everything 


Official UK ^ 
N64 CD Add-On 
Dealer 


Sales, Repairs, Upgrades 








es from £39.99 


19:01485570256, Anytime 0831 444041 

Fax: 01485 570501 


OiMT ^riecs- iNjUl Se. 

PSX, Inc. RGB Lead.£IXX 

NTSC N64 Inc. RGB Conversion.£129 

PSX VCD Adaptor.£59 

Madeira Games, Lynn Rd, Heacham, Norfolk, PE31 7JF NTC^^L^AdaptoVs !!!!!.!!!!.!!.! 

Email: sales@madeiragames.com HEJS piayers.£149 































































































choose one of these great games when 

you take out a 12 -month subscription to 64 Solutions 


64 Solutions 

ISSN 1369-7064 • Magazine • Save 25% 

► Annual subscription - 6 issues: 

UK £15 • Europe £18 • World £23 

► Annual subscription - 6 issues plus one 
Nintendo 64 game (see above for choice): 
UK £55 • Europe £60 • World £65 

The best-selling Nintendo 64 tricks and 
tactics magazine provides 132 pages of 
the latest hints and tips, cheats, 
complete guides and mapped solutions 
•j^^^for all the latest Nintendo games. 


Maximum Solutions: 
Banjo-Kazooie 

ISBN 1-873650-38-8 • Guide • Just £3.95 
Everything you need to complete the 
biggest 3-D action adventure game on the 
Nintendo 64. Stunning maps of every level, 
secret characters explained, complete 
guide to enemies and objects, cheats and 
codes, and much more. This superb 
walkthrough contains solutions to every 
puzzle. An absolute must! 


offers@paragon.co.uk 


http://offers.paragon.co.uk 01202 299955 

Available 24 hours 


01202 200200 

Mon to Fri 9am to 6pm 

Answerphone 24 hours 


The Complete A-Z of 64 Games 

ISSN 1369-6378 • Magazine • Just £4.95 
Every Nintendo 64 game fully reviewed and 
rated. Over 164 superbly illustrated pages 
of gaming action. Essential collectors' 
edition. The complete Nintendo game 
catalogue featuring every single 64 game 
ever released, including Diddy Kong Racing, 
Goldeneye, Quake 64, Super Mario 64, 


Goldeneye 007 

ISBN 1-873650-35-3 • Guide • Only £2.95 
Every trick and tactic for this huge 
Nintendo 64 arcade adventure featuring 
everyone's favourite secret agent, James 
Bond. An invaluable full colour, fully 
mapped guide. Includes exclusive m 
double gun and paintball cheats, 
and how to access a number of 
hidden characters! 


Bomberman, FIFA '98. 


WARS 


Diddy Kong Racing 


Yoshi’s Story 


Super Mario 64 


simple 
ways to 
order! 
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Goldeneye Secrets, 
Strategies, Solutions 

ISBN l-873650-n-6 • Book • 
Just £7SS (RRP £9.95) 

A complete walkthrough 
guide to the spectacular 
Bond adventure featuring 
unmissable multiplayer 
tactics. Every level mapped, 
complete character guide 
(plus secret ones). 


Lylat Wars Secrets, 
Strategies, Solutions 

ISBN 1-873650-14-0 • Book • 
Only £7SB (RRP £9.95) 

Unrivalled guide to the most 
impressive 3D shoot-'em-up 
ever. Every trick and tactic 
exposed in full. Hidden 
characters revealed plus 
complete guide to defeating 
end-of-game boss, Andross. 


A-Z of Nintendo 64 
Secrets, Strategies, 
Solutions VO IL 1110 ^ 

ISBN 1-873650-43-4 • Book • 

Jusi £BSB 

All new volume 2! A superb 
guide packed with tricks and 
tactics for every Nintendo 64 
game. Comprehensive, 
accurate, great value - simply 
the best there is! 


Turok 2 Secrets, 
Strategies, Solutions 

ISBN 1-8736S0-54-X • Book • 

Cnn 

Essential playing guide to 
one of the biggest games of 
all time on the Nintendo 64. 
Complete walkthrough, 
guide to enemies and 
objects, and exclusive cheats 
and codes. Unbeatable. 




Use the form at the 
bottom of this page 
and post to Paragon 






Banh-Kazooie 


The enttre fulfy mapped soivt 


to both Jurokgames 


Nintendo 64 Secrets, 
Strategies, Solutions 
volume 3 


ISBN 1-873650-28-0 • Book • Just £9.95 


All new volume 3! The biggest ever 
collection of Nintendo 
playing guides and 
cheats. Superbly 
illustrated with 
over 2,000 screen 
shots and maps. 

And all in full 
colour! Includes 
massive guides 
Banjo-Kazooie, 

Mortal Kombat 4, 

Yoshi's Story, 

Forsaken, Mission 
Impossible, Quake 
64, Mystical Ninja 
and many more! 


64 hints, tips 
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Nintendo 64 Secrets, Strategies, Solutions volume 3 

£9.95 

□ 

A-Z of Nintendo 64 Secrets, Strategies, Solutions 

£9.95 

□ 

Lylat Wars Secrets, Strategies, Solutions 

£7.95 

□ 

Super Mario Secrets, Strategies, Solutions 

£7.95 

□ 

Goldeneye Secrets, Strategies, Solutions 

£7.95 

□ 

World Cup '98 Secrets, Strategies, Solutions 

£7.95 

□ 

Banjo-Kazooie Secrets, Strategies, Solutions 

£7.95 

□ 

Turok 2 Secrets, Strategies, Solutions 

£9.95 

□ 

Nintendo 64 Secrets, Strategies, Solutions Gold* 

£14.95 

□ 
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Turok 2 Secrets, Strategies, Solutions* £9.95 □ 

Maximum Solutions: Banjo-Kazooie £3.95 □ 

Goldeneye Special £2.95 □ 

The Complete A-Z of 64 Games £4.95 □ 

64 Solutions (magazine only subscription) £15 (UK) □ 

£18 (Europe) □ 

Prices are for 12-month subscriptions £23 (World) □ 

64 Solutions (magazine plus game subscription) £55 (UK) □ 
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12-month subscription here . £65 (World) □ 
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ME6A DEAL 

Choose the Mega Deal subscription and choose 
from any of these eight great games for just £35! 
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Forsaken 


Yoshi’s Story Super Mario 64 
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Ban|o-Kazooie Diddy Kong Racing World Cup ’98 Mario Kart 64 
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• Get 64 Magazine delivered direct to your 
door before it appears on newsagents’ 
shelves - be first with the latest news, 
previews and reviews! 

• Save at least 35% on the newsstand price 
of the magazine! 

• Be able to take advantage of our 
incredible Mega Deal and get 12 issues of 
64 Magazine (normal price £47.40) one of 
eight stunning Nintendo games 


It Won’t Cost 

You A Penny 


Including postage & packaging. 


if posted in the UK. 
Alternatively, call our Credit 
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• Receive an exclusive subscribers-only 
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Playable and polished 
snowboarding game from the 
y^Qve Race team which looks 
great and plays extremely 
well. Try a little powder! 


Abysmal airborne shoot-’em- 
up with borders as big as 
Soviet Russia and not even 
the tinest amount of that 
thing called ‘fun’. 


A feeble clone of Wipeout, 
rendered totally pointless by 
F-ZeroX and the real Wipeout 
64, Massive pop-up and low 
speed don’t help. 


A Back To The Future-styie 
hoverboard ‘sim’ combining 
racing and stunts. An 
acquired taste - you might 
try it and like or hate it. 


Counting down to the worst of the worst! 


Baseball might not be 
everyone’s cup of tea, but the 
superb visuals could just 
persuade you to give this 
very playable sim a try. 


Not a bad fighting game, 
with two modes - normal and 
super-deformed. It’s like a 
cut-down, cut-rate Virtua 
Fighter 2. 


and above 

if a game geU a 64 
Sizdm; tben it's a game 
that^ well worth buying* 


and above 

TIm GoM Medal Award only 
goaf to thoee fimr games that 
you a bs olutely must own! 


Mflantto 
find out 
aboutari 
older UBm 
game? The 
Wtindex 
isthe 
definitive 
guide to 
aiithings 
Hintendol 


Publisher: Nintendo 


Reviewed: Issue 17 RK 


O Superb control method 
O Few courses, dodgy Al 


Publisher: Video System Price: £59.99 Reviewed: Issue 15 AM 


Publisher: ASCII 


Reviewed: Issue 15 LC 


O Not a whole lot 

© Pop-up, crap controls, 
slow, few tracks 


Publisher: Human 


Price: Import Reviewed: Issue 14 RK 


O Something different 
O Annoying controls 


Publisher: Acclaim 


Reviewed: Issue 16 ST 


© Fantastic graphics, 
smooth gameplay 

© Prone to crashing 




O Fast, easy to play 
© Simplistic 


3 = FIFA 64 

EA Sports 

20% 

l^ual Heroes 

Hudson Soft 

20% 

Aero Fighters Assault 

Video System 

20% 

2 Sf Andrews Golf 

Seta 

10% 

^ Clayfighter 63 1/3 

Interplay 

8% 


^4 All-Star Baseball 

Acclaim 

89% 

^3* LylatWars 

Nintendo 

88% 

Quake 

GT 

88% 

^2 Sun 64 

Compile 

87% 

Diddy Kong Racing 

Nintendo/Rare 

86% 

Mortal Kombat 4 

GT 

86% 

^1105 Wetrix 

Infogrames 

86% 

^10 s World Soccer 3 

Konami 

86% 


64 MA6AZINI 

THANK yOU4 

1 ^ 

MOMMA! 9 


Our ranking of the top 20 (or thereabouts) ^ 


1 games you can buy for your N64, in order of excellence! 

Goldeneye 

Nintendo 

95% 

Banjo-Kazooie 

Nintendo 

95% 

^ ISS ’98 

Konami 

95% 

4 World Grand Prix 

Nintendo 

94% 

3 ^ Forsaken 

Acclaim 

93% 

5 ® World Cup ’98 

EA Sports 

93% 

08 ISS 64 

Konami 

93% 

0 Super Mario 64 

Nintendo 

92% 

0 Bust-A-Move 2 

Acclaim 

91% 

Gex: Enter The Gecko 

GT 

90% 

^ 1 ^^ Buck Bumble 

Ubi Soft 

90% 

^08 F-ZeroX 

Nintendo 

90% 

^|[08 WWF Warzone 

Acclaim 

90% 


























































Sequel to the above which 
makes the huge mistake of 
being even easier and 
dispensing entirely with a 
multiplayer game. 


Ghastly golf game that puts 
you right off trees, grass and 
healthy walks. Lousy 
controls, worse graphics, 
and the gameplay? Ptui! 


Japanese wrestling game 
that pales in comparison to 
the likes of WCWVs NWO and 
WWF Warzone. Not really 
worth getting. 


Arcade-style racer featuring 
real supercars which is some 
fun with four players but 
lacks speed and excitement 
otherwise. 


Mission-based shooter with 
a cyborg bee as hero. Plenty 
to do and nice characters, 
but not as frantic as it could 
have been. 


One of the very best games 
on the N64 - or anywhere - 
thanks to Rare’s attention to 
detail. Fantastic platform 
action that you must own! 


A simple action-cum-puzzle 
game that doesn’t look like 
much but is so addictive you 
need methadone to get 
away from it! 


Absolutely the worst game 
on the N64! There isn’t a 
single good thing about this 
game - if you see it, alert the 
authorities! 


A simple platformer, its only 
real innovation being the 
main character’s use of his 
tongue in order to move 
himself around. 


Unusual game that defies 
categorisation - it’s a sort of 
racer-puzzle-adventure 
thing. Entertaining but not 
that long-lasting. 


Pathetic driving game that’s 
fun only for those with half 
their brain kept in a jar by the 
bed. Avoid at all costs. You’ve 
been warned. 


An attempt to create a Desert 
Sfr/ke-style game for the 
N64, let down by awkward 
controls and plodding 
gameplay. 


A /War/o-style adventure 
which involves throwing 
bombs instead of jumping on 
platforms. A likeable, if easy, 
diversion. 


Price: Import Reviewed: Issue 15 AM 


Publisher: Hudson Soft 


Reviewed: Issue 18 LC 


Publisher: T&E Soft 


O Variety of levels 

O Far too easy, some 
frustrating sections 


O Not as bad as St 
Andrews Golf 

O Just about everything 


Reviewed: Issue 12 RK 


PuBUSHER: Hudson Soft 


Reviewed: Issue 8 RK 


Publisher; THE Games 


O On-screen move help 

O Unknown Japanese 
wrestlers, unresponsive 


O Fast, four players 
O Drab, unrealistic 
handling 


Reviewed: Issue 18 RK 


Publisher: Ubi Soft 


Reviewed: Issue 16 AM 


Publisher: Nintendo 


O Lots of action, cool 
weapons 

O Horrible fogging 


O Pretty much everything 
O You need the sequel to 
see it all... 


Reviewed: Issue 15 RK 


Publisher: Acclaim 


O Incredibly playable, 
lots of options 

O Brain-melting music 


Reviewed: Issue 8 AM 


Publisher: Interplay 


Reviewed: Issue 10 RK 


Publisher: Ocean 


Reviewed: Issue 3 AM 


Publisher: Nintendo 


O Nobody’s making you 
buy it 

O Everything about it 


O Inventive controls 

O Useless camera, 
too easy 


O Massive destruction, 
lots of vehicles 

© Can get frustrating 


Reviewed: Issue 10 RK 


Publisher: Nintendo 


Reviewed: Issue 18 RK 


Publisher: GT Interactive 


Reviewed; Issue 9 RK 


Publisher: Nintendo 


O Nothing 

O Crap graphics, crap sound, 
crap gameplay, etc etc 


© Wide range of hardware 
O Slow, dated visuals, 
awful music 


O Interesting puzzles 

O Disappointing 
multiplayer game 


HIT THE HEI4HTS 

U Banjo-Kazooie 

95% 

2 Super Mario 64 

92% 

3 Gex: Enter The Gecko 

90% 

4 Mystical Ninja 

85% 

5 Mischief Makers 

82% 

MNDE^ 

1 Doraemon 



r BIO FREAKS 

1 Publisher: Midway Price: Import 

Reviewed: Issue 15 RK j 

; In the future, wars will be j 
' fought by androids hacking 
i off each others’ limbs. 

: Sounds like a good fighter, 
i and it is... 





'S * 

0 Blood, severed limbs, I 
3-D combat I 



^©Slightly awkward 1 

wmm 

















































Reviewed: Issue 7 AM 



Rattling good fun with the 
quip-spewing antihero. 
Straightforward Doom-style 
gameplay, done with 
imagination and humour. 


Sequel to Cruis’ n USA, which 
despite being made two 
years later is just as bad as 
the original. Nintendo, sort 
yourselves out! 


Identikit beat-’em-up with 
absolutely nothing of 
interest about it. Every last 
detail is taken from other, 
better, fighting games. 


Futuristic bike game with 
weapons and rollercoaster 
tracks. Sometimes sheer 
speed makes you rely on 
luck, not skill. 


Combination of racing game 
and adventure with Rare’s 
usual flair. Excellent 
multiplayer game with lots of 
hidden secrets. 


An early attempt to do an 
N64 Formula 1 game, with 
poor visuals and terrible car 
handling. Lapped by F-i WGP 
in all respects. 


Graphical update of the 
classic PC game with new 
N64-only levels. Now feels 
dated, but very good for no- 
nonsense killing action. 


Superb Formula 1 simulation 
based on the 1997 season. 
Incredibly detailed and 
realistic, but complex; not for 
casual players. 


Very simple Morio knock-off 
based on a kiddie manga. 
Only of interest to completely 
deranged otaku - everyone 
else steer clear. 


Abysmal travesty of a 
football game with jerky 
animation, moronic players 
and graphics so blurry 
they’re singing Parklife. 


Get your scrapers ready, 
because here’s the barrel! 
Eye-pokingly bad beat-’em- 
up that requires no skill 
whatsoever to defeat. 


A massive improvement on 
FIFA 64, but almost 
immediately rendered 
obsolete by World Cup ’98, 
its own sequel. 


Publisher: GT Interactive 


g o Tough challenge, 
bad jokes 

Blurry enemies 


O Fast, impressive visuals 

O Duff Battle mode, often 
uncontrollable 


O Looks quite decent 
O Boring, boring, boring 


Publisher: Nintendo/Rare Price: £49.99 Reviewed: Issue 7 AM 


Publisher: Ubi Soft 


Reviewed: Issue 6 RK 


O Great visuals, lots to do 

O Loses appeal when 
you’ve seen everything 


O Speedy gameplay 
O Unrealistic, out of date 


Publisher: GT Interactive 


Reviewed: Issue 1 JM 


Publisher: Video System Price: Import Reviewed: Issue 18 AM 


O Grim atmosphere, 
classic gameplay 

© Very dark and hard to see 


O Looks gorgeous, real 
race events 

O Requires lots of practice 


Publisher: Epoch 


Reviewed: Issue 3 AM 


O Multiple characters 

O Japanese text, aimed at 
young kids 


Publisher: EA Sports 


Reviewed: Issue 9 AM 


O Management options 
© World Cup *98 is better 


HIT THE BULL 

1 Goldeneye 

95% 

2 Forsaken 

93% 

3 Buck Bumble 

90% 

4 lylatWars 

88% 

5 Quake 

88% 

LOAD OF BULL 

1 Aero Fighters Assault 

20% 1 




"dual heroes 

I Publisher; Hudson Soft Price: Import 

Reviewed: Issue 9 AM 


"FIFA 64 


1 

Publisher: EA Sports 

Price; £29.99 

Reviewed: Issue 2 PK I 





















































Horrid golf sim that tries to 
duplicate golf strokes with 
the analogue stick and fails 
miserably. Master System 
graphics and zero realism. 


Not-bad attempt at a fighting 
game, with some original 
ideas and a welcome 
emphasis on skill instead of 
special attacks. 


If you only buy one N64 game, 
make it this! Unmatched 
multiplayer action and superb 
one-player game - you are 
James Bond. 


Underground Descent-style 
shooter with flashy lighting 
effects and tough, intelligent 
opponents, as well as a very 
good multiplayer game. 


Second-rate bash at a saloon 
car racing game, with few 
tracks, sparse visuals, low 
frame rate and completely 
nightmarish controls. 


Ridiculously fast and smooth 
update of the old SNES 
game. Unmatched control, 
four players and even a 
random track generator! 


Fantastic football game now 
available at a budget (ish) 
price. The second best soccer 
sim that money can buy - 
only its sequel is better! 


Risible port of a feeble PC 
Doom clone, in the running 
for a ‘Most Blurred Graphics’ 
award. Trudging gameplay 
and dull enemies. 


Bog-standard Virtua Fighter 
knock-off with the twist of a 
character creation section. 
Sadly, it doesn’t make things 
any less jerky. 


The best football game 
written for any machine - 
ever! Sheer soccer style 
that you’ll be playing for 
years to come. 


Strange racing game where 
grapple-equipped balls 
chase up rollercoaster-like 
courses. Fun when (and if) 
you get into it. 


Film-spoofing platformer 
starring a mouthy lizard. 
Amusing and well done, but 
not up to the standards of 
Banjo-Kazooie. 


O Japanese, so you’ll 
probably never see it 

O Makes real golf exciting 


O A slightly different kind 
of beat-’em-up 
O Fighters lack brains 


Reviewed: Issue 5 AM 


Publisher: Nintendo 


Price: £59.99 Reviewed: Issue 14 AM 


Publisher: Acclaim 


O Deathmatch, involving 
missions 

O Tank chase a bit weak 


O Enemy Al, looks great, 
loads of weapons 
O Some short levels 


Reviewed: Issue 16 AM 


Publisher: Ocean 


Reviewed: Issue 17 AM 


Publisher: Nintendo 


O Cars look quite good 
O Ponderous, unexciting, 
lame two-player mode 


O Speed, smoothness, 
control 

O Minimalist graphics 


6A$P!! FIOHTERt' NEXTREME 


Reviewed: Issue 5 AM 


Publisher: GT Interactive 


Reviewed: Issue 13 RK 


Publisher: Konami 


O Low price, fab gameplay 
O PAL version slightly 
slow, it’s not ISS *p 8 l 


O Some amusing 
weapons 

O Tedious beyond belief 


O Build your own fighters 
O Poor combat, jerky, 
seen it all before 


Reviewed: Issue 18 PM 


Publisher: Konami 


Reviewed: Issue 17 RK 


Publisher: Acclaim 


Reviewed: Issue 18 RK 


Publisher: GT Interactive 


O Lots of tracks, four- 
player game 

O Maybe too weird 


O Wisecracks, varied and 
immersive levels, 

O Dated feel, dodgy camera 


CRYPTIC CROSSWORDS 

1 Bust-A-Movez 

91% 

2 Puyo Puyo Sun 64 

87% 

3 Wetrix 

86% 

4 Puzzle Dama 

80% 

5 Tetrisphere 

70% 

CRAPTIC CROSS vimm 

1 Jeopardy! 

30% 1 




















































Another fairly run-of-the-mill 
fighting game, though this 
one makes use of weapons 
to good effect. Nothing out of 
the ordinary. 


Desperately average football 
game with comedy players 
and a limited selection of 
kicks and tackles. Dismiss it 
from your mind. 


People moan about our 
score, but MK64 isn’t as 
good as the SNES version, 
and the cheating racers do 
spoil things. So nur! 


Another J-League game with 
stumpy comedy players, 
though marginally better 
than Dynamite Soccer. Still 
not very good, though. 


Transfix yourself with a spear! 
It’d be more fun than this 
screamingly bad American 
gameshow that nobody in 
Britain watches. 


Old-style 2-D platformer that 
makes up for being a dated 
genre with inventiveness and 
strange Japanese charm. 
Maybe a bit easy. 


A dreadful disappointment 
considering the time spent 
on it. Pitiful visuals and 
stupid illogical puzzles ruin a 
potentially great license. 


The portly Shatner lookalike 
puts his name to a decent 
American football game, but 
it loses out visually to the hi¬ 
res Quarterback Club. 


A fighting game where speed 
and demented combos are 
the key. Button-bashing, 
rather than actual skill, is 
what counts for most. 


The long-awaited 3-D update 
of MK is the N64’s best 
fighter to date. Loads of gore 
and manic gameplay, but the 
joke is wearing thin. 




An update of, rather than 
sequel to, SNES Starwing. 
Looks stunning, but 
competent players will see it 
all in a short time. 


Diabolically dumb attempt 
to cross Mortal Kombat with 
a platform adventure. Even 
Super Hunchback was 
better. Avoid! 


Reviewed: Issue 7 RK 


Publisher: GT Interactive 


Reviewed: Issue 6 RK 


Publisher: Imagineer 


O Fast, interactive scenery 
O jerky animation, gets 


O Moves smoothly 
O Not a patch on ISS 


J-LEA6UE ELEVEN BEAT 1997 


Reviewed: Issue 8 RK 


Publisher: Hudson Soft 


O Bright and fun, good 
multiplayer game 

O CPU cheats 


O Mildly amusing 
O Not a patch on ISS 


Reviewed: Issue 7 RK 


Publisher: Nintendo 


O Lots of variety, humour 
O Nothing really visually 


Publisher: EA Sports 


Reviewed: Issue 8 MW 


O Very good player Al 

O Grainy visuals, for 
fans only 


CanceU stirt battwi 


O Music, some nice ideas 
O But not nearly enough 


Publisher: Nintendo 


Reviewed: Issue 3 AM 


Publisher: Midway 


Reviewed: Issue 16 RK 


O Looks good, very fast 

© There’s not much skill 
involved 


O Blood-soaked fatalities, 
a great laugh 

O Same old MK stuff 


Publisher: Nintendo 


Reviewed: Issue 5 AM 


Publisher: GT Interactive 


Price: £59.99 Reviewed: Issue 9 RK 


O Spectacular, great 
audio, all-action 

© Short-lived 


0 Sub-Zero fans will like it 
© Everyone else will 
certainly hate it 


CUP WINNER! j 

1 «ISS ’98 

95% 

World Cup ’98 

93% 

2 »ISS 64 

93% 

4 ^ All-Star Baseball 

89% 

5- World Soccers 

86% 

come HOME IN 

AN AMBULANCE 

1 St Andrews Golf 

10%J 




-MARIO KART 64 | 

1 Publisher: Nintendo Price: £49.99 

Reviewed: Issue 3 AM | 



_ 

JEOPARDY! I 

Publisher: Take 2 Price: Import 

Reviewed: Issue 14 RK j 





mission: 

IMPOSSIBLE 

Publisher: Infogrames 

Price: £39.99 Reviewed: Issue 18 AM 











































































MORTAL KOMBAT TRILOOY 


Publisher: GT Interactive Price: £ 59-99 Reviewed: Issue 3 LC 


Bloody, horrible - or bloody 
horrible if you prefer. A 
compilation that shows just 
how sucky the early Mortal 
Kombat games now look. 


O Every MK character 

O Grotesquely inept 
gameplay 




MYSTKAL NINJA tTARRINO 60EM0N 


Publisher: Konami 


Reviewed: Issue 13 RK 


I Wacky mix of RPG and 
platformer, and very 
! entertaining. Help Goemon 
and mates save ancient Japan 
! from musical aliens! 


O Huge landscape, lots 
of puzzles 

O Evil 3-D jumps required 




NHL BREAKAWAY '98 

Publisher: Acclaim Price: £59.99 Reviewed: Issue 12 RK 


Acclaim’s venture into N64 
ice hockey, and it ices the 
Wayne Gretzky games with 
its hi-res graphics and super¬ 
smooth gameplay. 


O Good looking, 
player creation 

O Minority appeal 




If you want to waste your 
money, you could invest in a 
dodgy pyramid scheme... or 
you could buy this deeply 
nasty racing game. 


Mixed bag of events from the 
1998 Olympics. Ultimately, 
the bad or average events 
outweigh the good, so it’s a 
bit of a snow job. 


Sluggish and unexciting 
racing game that is far too 
easy and has only a feeble 
three tracks. There are much 
better racers around. 


Yet another tepid reworking 
of the Wayne Gretzky engine, 
this time with an Olympic 
flavour. If you like ice hockey, 
get NHL Breakaway. 


Very playable basketball 
game with excellent 
controls, fully customisable 
camera and a Player 
Creation mode. 


Early N64 game where you 
fly various aircraft over well- 
detailed landscapes. Looks 
great, but it’s all a bit slow 
and aimless. 


Rubbish arcade basketball 
game conversion with silly 
power moves and players 
with wobbly heads. Well 
worth a miss. 


Simple but ultra-addictive 
puzzle game, best with two 
players but still great with 
one. May get a UK release as 
Carbuncle’s Avalanche. 


The overlooked middle child 
of Nintendo basketball 
games, which comes off 
second-best to NBA 
Courtside in all respects. 


Strange creatures battle 
each other in Nintendo’s big 
Japanese hit - which is as 
dull as ditchwater if you’re 
not a small child. 


The N64 ’s first hi-res game, 
and a very respectable game 
of American football to boot. 
Unlike Madden, it has a full 
NFL licence. 


Price; Import Reviewed: Issue 17 AM 


Publisher: Midway 


Reviewed: Issue 10 AM 


Publisher: Konami 


Reviewed: Issue 5 AM 


Publisher: Ocean 


O Not the tiniest thing 

O Sucks like a White 
House intern 


O Good bobsleigh and 
yes! - curling 


O Two hidden cars, wow! 

O Way too easy, not 
many tracks 


0ff59rt48 
03 40-596 


Reviewed: Issue 12 RK 


Publisher: Midway 


O Olympic teams 

O Fewer teams than 
Gretzky *98 


O Best basketball game 
on the N64 

O A little blurry 


Reviewed: Issue 1 GN 


Publisher: Nintendo 


O Undeniably attractive, 
lots of missions 

O Unfocussed, a bit dull 


Reviewed: Issue 8 AM 


Publisher: Compile 


Price: Import 


Reviewed: Issue 12 RK 


Publisher: Konami 


O Infinitely playable, cute, 
Japanese madness 

O Audio drives you mad 


Price: Import Reviewed: Issue 19 AM 


Publisher: Compile 


Reviewed: Issue 7 RK 


Publisher: Acclaim 


O Cute, looks great 
O Very dull, needs Game 
Boy game 


O Sharp visuals, easy to 
play 

O It’s American football! 




r NBA COURTSIDE 

Publisher: Nintendo Price: £49.99 

Reviewed: issue 16 AM 















































Surprisingly enjoyable 
cartoon-style snowboarding 
game, supporting four 
players with loads of special 
weapons. 


Should have been a great 
RPG, but ended up so 
simplistic and challenge- 
free that it is actually rather 
a bore to play. 


The first ‘traditional’ 
scrolling shoot-’em-up for 
the N64. Unfortunately, it’s 
rubbish. Get R-Type 3 and a 
SNES for less. 


Arcade conversion where 
giant monsters trash 
buildings and eat people. 
Sounds fun, but is repetitive 
and mind-numbing. 


The game that started it all! 
Although it is technically 
eclipsed by Banjo-Kazooie, 
Mario 64 still offers plenty 
for gamers to discover. SW 


Crude-looking but throughly 
playable update of a classic 
arcade game. Don’t be fooled 
by the looks - give it a try if 
you like blasters. 


Clayfighter 63 ^ 


Tamagotchis were yesterday’s 
fad, so a computerised board 
game based on them 
probably won’t grab you. 
Moderate fun for a while. 


Sprawling racer that lets 
players roam freely instead 
of being confined to the 
track. Lots of hidden secrets 
to uncover. 


Technically interesting 
attempt to update the classic 
Tetris, but maybe a bit too 
clever for its own good and 
hard to get into. 


Party Star Wars tie-in made 
up of numerous subgames, 
most of which are crap. Even 
Lucas fanatics should think 
twice about it. 


Similar idea to Puyo Puyo, 
though relying more on 
chance and therefore not as 
addictive. Most fun as a two- 
player game. 


Until F-i WGP, the best N64 
racer. Excellent car 
handling, large and detailed 
courses and ‘paint shop’ for 
custom cars. 


Ill-advised console conversion 
of the complex PC urban 
development sim. Japanese 
text doesn’t help unless 
you’ve played the original. 


Decent fist of a PC 
conversion, keeping all the 
original’s labyrinths and 
gore, but falling down on the 
weak two-player game. 


Reviewed: Issue 11 RK 


Publisher: THE Games 


O Imaginative courses, 
weapons 

O Fairly short-lived 


Reviewed: Issue 17 RK 


Publisher: Hudson Soft Price: £59.99 


Reviewed: Issue 13 RK 


Publisher: GT Interactive 


O Fast-paced 

O Stupidly easy, tiny 
levels, boring enemies 


Reviewed: Issue 1 SW 


Publisher: Nintendo 


0 15 worlds, lots of treats 
O Now looks stark and 


Reviewed: issue 9 RK 


Publisher: GT Interactive 


O As cute as regular 
Tamagotchis 

O Jap text, few sub-games 


O Freedom of movement 

O Skanky control method, 
looks clunky 


Reviewed: Issue 10 LC 


Publisher: Nintendo 


Reviewed: Issue 1 MW 


Publisher: Nintendo 


Reviewed: Issue 16 RK 


Publisher: Konami 


O Tough puzzle options, 
different game modes 

O Not as intuitive as Tetris 


O Good snowspeeder bit 
O Other parts pants. 


O Simple to grasp, 
amusing subgames 

O Random elements 


embarrassing cutscenesi 


Reviewed: Issue 7 AM 


Publisher: THE Games 


Reviewed: Issue 12 LC 


Publisher: GT Interactive 


Reviewed: Issue 13 ST 


Publisher: Imagineer 


O Realistic controls 
O Other cars not much 
competition 


O Something different 
O Dated, almost 
incomprehensible 



1 WWFWarzone 

90% 

2 Mortal Kombat 4 

86% 

3 WCW Vs NWO World Tour 

83% 

4 Bio Freaks 

82% 

5 Fighters Destiny 

80% 

BLACK EYE 




TAMAGOTCHI WORLD ] 

^ Publisher: Bandai 

Price: Import Reviewed: Issue 11 AM | 




























































MORTAL KOMBAT TRILOCY 



Publisher: GT Interactive Price: £59.99 Reviewed: Issue 3 LC 



Bloody, horrible - or bloody 
horrible if you prefer. A 
compilation that shows just 
how sucky the early Mortal 
Kombat games now look. 


O Every MK character 

O Grotesquely inept 
gameplay 



Acclaim’s venture into N64 
ice hockey, and it ices the 
Wayne Gretzky games with 
its hi-res graphics and super¬ 
smooth gameplay. 


Wacky mix of RPG and 
platformer, and very 
entertaining. Help Goemon 
and mates save ancient japan 
from musical aliens! 


Reviewed: Issue 12 RK 


Publisher: Acclaim 


Reviewed: Issue 13 RK 


Publisher: Konami 


O Good looking, 
player creation 

O Minority appeal 


O Huge landscape, lots 
of puzzles 

O Evil 3-D jumps required 



Publisher: Ocean 


MULTI RA<IN6 CHAMPIONSHIP 


Price: £59.99 Reviewed: Issue 5 AM 


! Sluggish and unexciting 
i racing game that is far too 
easy and has only a feeble 
three tracks. There are much 
better racers around. 


O Two hidden cars, wow! 

O Way too easy, ndt 
many tracks 


NBA COURTSIDE 

Publisher: Nintendo Price: £49.99 Reviewed: Issue 16 AM 


O Best basketball game 
on the N64 

O A little blurry 


Very playable basketball 
game with excellent 
controls, fully customisable 
camera and a Player 
Creation mode. 


Rubbish arcade basketball 
game conversion with silly 
power moves and players 
with wobbly heads. Well 
worth a miss. 


The overlooked middle child 
of Nintendo basketball 
games, which comes off 
second-best to NBA 
Courtside in all respects. 



N 

NBA PRO '98 

Publisher: Konami Price: £59.99 

Reviewed; Issue 12 RK 


PUTO PUYO tUN 64 

Publisher: Compile Price: import Reviewed: Issue 8 AM 


Simple but ultra-addictive 
puzzle game, best with two 
players but still great with 
one. May get a UK release as 
Carbuncle’s Avalanche. 


NFL QUARTERBACK CLUB '98 

Publisher: Acclaim Price: £39.99 Reviewed: Issue 7 RK 


The N64 ’s first hi-res game, 
and a very respectable game 
of American football to boot. 
Unlike Madden, it has a full 
NFL licence. 


O Sharp visuals, easy to 
play 

O lt*s American football! 


O Infinitely playable, cute, 
Japanese madness 

O Audio drives you mad 


POCKET MONSTERS STADIUM 

Publisher: Compile Price: Import Reviewed: Issue 19 AM 


Strange creatures battle 
each other in Nintendo’s big 
japanese hit - which is as 
dull as ditchwater if you’re 
not a small child. 




OFF-ROAD CHALLENOE 

Publisher: Midway Price: Import Reviewed: Issue 17 AM 


If you want to waste your 
money, you could invest in a 
dodgy pyramid scheme... or 
you could buy this deeply 
nasty racing game. 


O Not the tiniest thing 
O Sucks like a White 





__ 

r OLYMPIC HOCKEY '98 


1 Publisher: Midway Price; Import Reviewed: Issue 12 RK 


Yet another tepid reworking 
of the Wayne Gretzky engine, 
this time with an Olympic 
flavour. If you like ice hockey, 
get NHL Breakaway. 


O Olympic teams 

O Fewer teams than 
Gretzky *98 


NAOANO WINTER OLYMPICS 


Publisher: Konami 


Reviewed: issue 10 AM 


*, Mixed bag of events from the 
1998 Olympics. Ultimately, 
the bad or average events 
outweigh the good, so it’s a 
bit of a snow job. 


O Good bobsleigh and - 
yes! - curling 

O Hideous skiing events 


PILOTWINOS 64 


Publisher: Nintendo 


Reviewed: issue 1 GN 


' Early N64 game where you 
fly various aircraft over well- 
detailed landscapes. Looks 
great, but it’s all a bit slow 
and aimless. 


O Undeniably attractive, 
lots of missions 

O Unfocussed, a bit dull 
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Join The Club 

£6.99 gets you 10 Magaxines, 3000 Cheats, FREE Competitions and a FREE GIFT*, 
Market Leaders. Estabiished 11 Years. Great Web Site. Mail Order plus 
Six Amazing Shops. Brilliant Club Magazine. Huge Discounts. Massive Range. 

Officially Approved. Genuine UK products only. Trial Membership for just 60 p. 0 % PAY LATER (subject to status). 




Nintendo 64 + Goldeneye . 

Nintendo 64,3D Analogue Controller, RF Lead 


99.99 lessIlO* 
99.99 lesstlO* 


Analogue i 

PLUS Goldeneye (98%t 

Nintendo 64 + Mario 64 . 

Nintendo 64, 3D Analogue Controller, RF Lead 
PLUS Super Mario 64(10Q%t 

Nintendo 64 "Fire" t Mario 64 109.99 less £10* 

Nintendo 64,3D Analogue Controller, RF Lead PLUS 

extra 3D Analogue Controller , 1 MB Memory Card .and Mario 64 (100%) 


Nintendo 64 Extras 

256K OFFICIAL MEMORY CARD .14.99 

1 MB MEMORY CARD .7.99 

8 MB MEMORY CARD .18.49 

JOLTPACK + 1 MB MEMORY .15.99 

JOLTPACK (RUMBLEPAK) .7.99 

OFFICIAL RUMBLE PACK .14.99 



MAD KATZ WHEEL AND 
PEDALS FOR N64 .39 

True analogue progressional 
steering, accelerator and brake. 8 
digital buttons 





OFFICIAL JORDAN DUAL 
RUMBLE STEERING WHEEL & 

PEDALS ...49.99 

Dual force feedback, FI racing wheel 

design, Semi-automatic gear change 

OFFICIAL NINTENDO 64 
^ 3D CONTROLLERS . . .17.99 
Available in many different colours: 
black, blue, green, grey, red & yellow 


JOYTECH CONTROLLER . . .14.99 

8 fire buttons, analogue and digital directional 
control, turbofire function, slow motion function & 
LED display 


NUGEN MANTA RAY 
CONTROLLER ...15.99 
Available in many different colours. 5 fire 
buttons and view control, auto-fire and turbo fire, 
slow motion, 8 -way superswitch, analogue joystick 


PRO RACER DUAL SHOCK 
STEERING WHEEL 
& PEDALS ...49.99 
Steering wheel and pedals for PlayStation, 

Saturn or Nintendo 64. 3 levels of steering 
sensitivity, digital keypad, stick shift control 
and dual shock compatible. Look for 

games marked (ANL) or (RUM) 

NTERACTOR RUMBLE VEST ...22.99 

Compatible with PlayStation, Nintendo 64, Saturn 
and PC. Sends vibrations through the vest to 
give an extra dimension to gameplay 

ACTION REPLAY PRO .. .34.99 

Cheat cartridge containing ^ j|| 

hundreds of cheats for most N64 
games. Fully programmable memory enables you to 
add, store or delete cheat codes as required. Allows 
cheats such as infinite lives or power so you can finally 
complete that level you’ve been stuck on for months! 



Nintendo 64 "Fire" + Goideneye I09i99 less £10 

Nintendo 64,3D Analogue Controller, RF Lead PLUS 

extra 3D Analogue Controller , 1 MB Memory Card .and Goldeneye (98%) 


* Deduct £10 off our price of any one other 
product bought at the same time as a 
PlayStation. Compare this deal for example: 
N64 “Fire” with Two Controllers, 1 MB 
Memory Card, Goldeneye gius Zelda £140.98 . SAVE £39 

NINTENDO 64 CONTROLLERS 

TOP DRIVE WHEEL AND PEDALS 
FOR CONSOLES . . .46 

Steering wheel and pedals for PlayStation, 

Saturn or Nintendo 64. Programmable buttons, 

9 button control, stick shift, self centering 
technology. Also includes memory card and 
rumble pack slot for Nintendo 64 users. Look 
for games marked (ANL) 




ACTION REPLAY PRO CARTRIDGE 34.99 

HI-FI AUDIO LEAD .9.99 

PAIR OF EXTENDER CABLES .9.99 

SCART LEAD - N64 to SCART TV .7.99 

Nintendo 64 Games 

1080 SNOWBOARDING (RUM) .32.99 

AERO FIGHTERS ASSAULT .38.99 

ALLSTAR BASEBALL .34.99 

BANJO-KAZOOIE 96% 39.99 

BIOFREAKS .36.99 

BLAST CORPS 89% 25.99 

BODY HARVEST .34.99 

BUCK BUMBLE .39.99 

BUST A MOVE 2 34.99 

CHOPPER ATTACK .42.99 

CRUIS’N WORLD .30.99 

CRUISIN USA .25.99 

DIDDY KONG RACING 97% (RUM) ...32.99 

DOOM 92% 26.99 

DUKENUKEM64 91% (RUM) .25.99 

EARTHWORM JIM 3D.40.99 

F-ZEROX .32.99 

FIFA 99 .32.99 

FIGHTERS DESTINY 93% 38.99 

FORMULA 1 WORLD GRAND PRIX ...32.99 

FORSAKEN 93% 27.99 

GEX64 .33.99 

GOLDENEYE 98% (RUM) .39.99 

GT 64 38.99 

IGGY’S RECKIN BALLS .34.99 

INT’L SUPERSTAR SOCCER 64 97% 29.99 
INT’L SUPERSTAR SOCCER 98 94% 32.99 

LEGEND OF ZELDA .40.99 

LYLAT WARS -f- RUMBLE PACK .39.99 

MARIO KART 64 94% .32.99 

MISCHIEF MAKERS 90% 25.99 

MISSION IMPOSSIBLE .32.99 

MORTAL KOMBAT 4 .39.99 

MYSTICAL NINJA 90% 44.99 

NAGANO WINTER OLYMPICS 98 .. .35.99 

NASCAR 99 32.99 

NBA COURTSIDE 85% 25.99 

NBA JAM 99 .36.99 

NFL QUARTERBACK CLUB 99 (RUM) 36.99 

NHL 99 .36.99 

PILOT WINGS 64 91 % 32.99 

QUAKE 92% .29.99 

RAMPAGE WORLD TOUR .37.99 

ROGUE SQUADRON .40.99 

RUSH 2 - EXTREME RACING USA ...34.99 

SCARS .38.99 

SHADOWS OF THE EMPIRE 90% ...32.99 

SILICON VALLEY .32.99 

SNOWBOARD KIDS (RUM) .32.99 

SOUTH PARK .36.99 

SUPER BOMBERMAN 64 39.99 

SUPER MARIO 64.100% .39.99 

TETRISPHERE 96% 25.99 

TOP GEAR RALLY 90% (RUM) .32.99 

TUROK - DINOSAUR HUNTER 97% ...27.99 

TUROK 2 - SEEDS OF EVIL .32.99 

V-RALLY 99 .32.99 

VIRTUAL CHESS .38.99 

WAIALAE COUNTRY GOLF.32.99 

WAVE RACE 64 92% .32.99 

WAYNE GRETSKY ICE HOCKEY .26.99 

WCW VS NWO: REVENGE 94% .36.99 

WCW vs NWO: WORLD TOUR 

WITH FREE RUMBLE PACK 92% .. .39.99 

WETRIX93% .33.99 

WIPEOUT 64 .39.99 

WORLD CUP 98 .34.99 

WWF WARZONE .40.99 

YOSHI’S STORY 86% (RUM) .32.99 

ZELDA (LEGEND OF) .40.99 


Super NES Games 

DONKEY KONG COUNTRY 3 .39. 

PGA TOUR GOLF .6.99 

PILOT WINGS 91% .9.99 

RETURN OF THE JEDI .29.91 

SUPER GHOULS & GHOSTS 94% .. .24.91 

SUPER INT’L CRICKET 89% .9.99 

SUPER MARIO KART 94% .27.99 

SUPER MARIO WORLD 92% .19.99 

SUPER SOCCER .19.99 

SUPER TENNIS .9.99 

TETRIS ATTACK 87% .9.99 

YOSHI’S ISLAND 97%.19.99 

ZELDA 3 - LINK TO THE PAST 95% ... 19.99 

Pocket Gameboys 

(AS SEEN ON TV) 

' ■ New 30% smaller and 50% lighter 

^ Gameboy. Compatible with all 

^Gameboy games 

GAMEBOY POCKET (BLUE) .40.99 

GAMEBOY COLOUR WITH 

FREE DELUXE CARRY CASE .66.99 

GAMEBOY CAMERA - BLUE .37.99 

GAMEBOY CAMERA - GREEN .37.99 

GAMEBOY CAMERA - RED .37.99 

GAMEBOY CAMERA - YELLOW .37.99 

Turns any Gameboy into a digital camera. 
Adjust and modify your pictures with the built- 
in software. Ideal for use with Gameboy 
Printer (available separately) 

OFFICIAL PRINTER .46.99 less £5** 

Allows you to print the images taken with your 
Gameboy Camera. Supplied with batteries 
and a roll of sticker paper 
**lf you buy both the Gameboy Camera and 
the Gameboy Printer at the same time 
GAMEBOY PRINTER PAPER - 3 rolls .6.99 

Gameboy Games 

56 COL = Runs full colour on Gameboy Colour 

BUST A MOVE 3 (56 COL) .22.99 

COLOUR TETRIS (56 COL) .19.99 

GAME AND WATCH 

GALLERY 2 (56 COL) .22.99 

GAMEBOY GALLERY .9.99 

GOLF 92%.12.99 

HARVEST MOON (56 COL) .19.99 

JAMES BOND 007 .24.99 

MARIO AND YOSHI .9.99 

NBA JAM 99 (56 COL) .22.99 

POCKET BOMBERMAN (56 COL) ...19.99 
QUEST FOR CAMELOT (56 COL) .. .22.99 

SOUTH PARK (56 COL) .22.99 

STREET FIGHTER 2 .14.99 

SUPER MARIO LAND 2 .19.99 

TAZ-MANIA .14.99 

TENNIS 92% 9.99 

TETRIS .12.99 

TUROK 2 (56 COL) .22.99 

WARIOBLAST 93%.14.99 

WARIOLAND 94%, .19.99 

WARIOLAND2 .19.99 

WAVE RACE .9.99 

WORMS .17.99 

ZELDA 96%, 14.99 

PlayStation Top Games 

COLIN McRAE RALLY.34.99 

COMMAND & CONQUER 

-RETALIATION .31.99 

GRAN TURISMO .37.99 

INT’L SUPERSTAR SOCCER 98 .32.99 

POINT BLANK -i- LIGHT GUN .44.99 

PREMIER MANAGER 98 .29.99 

PREMIER MANAGER 98 

WITH MOUSE & MAT .37.99 

TEKKEN3 .37.99 

TOCA TOURING CARS .18.99 

WWF WARZONE .31.99 



PlayStation - Compare These Deals! 

PlayStation with Dual Shock Controller & RF Lead. 99.99 Less £10* 

PlayStation Fire Pack with Extra Controller & 1 MB Memory Card . 116.99 Less £10* 

PlayStation Big Deal with Extra Controller & Premier Manager 98 .129.99 Less £10* 

^Deduct £10 off our price of any one other product bought at the same time 
as a PlayStation. Compare this deal for example: 

PlayStation Big Deal PLUS Tekken 3 . 156.98 save £48 


WE STOCK OVER 15 CONTROLLERS FOR 
NINTENDO 64 - PHONE 01279 321 321 

Calls may be randomly monitored or recorded 

Crrin'D ■D'DTPOC tooting member wins £2000 PC + PLAYSTATION + Fl IN OUR FANTASY FI COMPETITION. 
OiUF irKlLbb YOU CAN WIN £500 WORTH OF GOLF CLUBS & £1800 WORTH OF MONSTER DIAMOND GEAR 


Special Reserve 


Calls may be randomly monitored or recorded 

Or fax your order on 01279 322 322 and we’ll fax back to confirm 
Open 9.30am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 
credit card orders must strictly be placed by the card-holder GIVING their address 

(BLOCK CAPITALS PLEASE) 

Name, Address & Post Code_ 


Machine 


CURRENT members PLEASE ENTER 
MEMBERSHIP NO OR POST CODE 


Phone No_ 

£ 6.99 Annual Membership includes 10 Magazines, Free 
Competitions, 3000 Cheats AND tick a FREE GIFT below if you buy any item as you join. 

We only supply members. There is no obligation to buy anything and you can join at any age. 
Please enter Annual Fee £6.99 (UK), £9.99 (EC) or £12.99 (World) 

OR Trial Membership Fee 60p (One magazine. One order. No gift) 


itom 


item 


item 


item 


Deduct any 
£2 Discounts 
. as described 
above* 


item 


ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P. 0./Mastercar(d/Creditcharge/Switch/Visa 


credit card 

start date_ 

card-holder 
signature_ 


expiry 

DATE 


CARD 

issuer 


SWITCH 
_ ISSUE NO_ 


New Members - please lick this box if you do I I 
not wish to receive mail from other companies 


The credit card given must be registered in your name at the delivery address 
Overseas orders (small items only) must be paid by credit card. Overseas carriage £2.00 per item 

Immediate cheque clearance 
Cheques payable to Special Reserve at 
PO Box 847, Harlow, CM21 9PH 


Free Gifts 


tick your choice of gift when you join for a 
year (£6.99) at the same time as buying any one item. 

If joining by telephone please ask for your gift at the time. 


□ 


CHOOSE FREE GOODY BAG 

INCLUDES MINIBOY GAMES CONSOLE, 
YO-YO (CLUTCH, LIGHTS & RETURN) AND 

■ VIRTUAL PET. Bundled as one great gift. Miniboy keyring 
console with 55 variations of 4 classic games plus a Super Yo-Yo 
I with Clutch, Lights & Return and a Virtual pet. ALL THREE FREE 


!□ FREE 1 MB MEMORY CARD FOR N64 

□ OR FREE RUMBLE PACK FOR N64. Sends 
vibrations through the controller 

I I ‘ 

I-If 


OR FREE PREMIER FOOTBALL. Full size, 
PVC. Design may vary 
OR FREE 1 MB MEMORY CARD FOR N64 

l|-1 OR FREE RUMBLE PACK FOR N64 Sends 

■ I_I vibrations through the joypad 

■| I OR FREE 1 MB MEMORY CARD FOR 
||_I PLAYSTATION 

□ OR FREE 24 CAPACITY CD WALLET. 
Stores CD’s in individual compartments 

□ OR FREE NUGEN JOYPAD 
FOR PLAYSTATION 


Qr 


With turbofire function. 

OR FREE CASIO ORGANISER. 

Telephone directory, memo function 


Offers subject to stock availability. 
Overseas members add £2 postage 




Gameboy 

+FreeCaM 


Listen out 
BEHIND you! 

The Fourth 
Dimension . 

TO 3D « j 
gaming is her! ■ 

AND it's in the 
ROOM WITH you! 

£M9.99hiwi 

Intel Pentium II (Celeron) 300 8.0 GB Hard Drive 

64 MB SDRAM DIMM SxDVD 32xCDROM 

16 MB 3D2 3DfxV2 Graphics SB128 4D Sound 
I 200 Watt Quad Woofer Works 4, Unreal, Incoming 


Ask about MAXX 3D2 DVD 4D.net56 RWCD TV XS 



OX 


in 9 Months! 

on any purchases totalling over 

£200 

10 %) deposit, no more to pay for 9 months 
and no interest, subject to status. You 
can buy anything from our catalogue 
or shops this way, providing your total 
purchase is over £ 200 . 0 %, APR if the 
balance is paid in full after 
9 months or 29 . 8 %, 

APR extended loan. 

See Club Mag for details. 



Special Reserve Big 
Club Discount Shops 

All our shops have PC Upgrade & Repair Facilities. 

£12 to Fit or £30 to Fix or Configure. Prices listed here are 
for mail order but you can buy in store for just a few quid 
more. We’ll beat any locally advertised price by a full E 2 . 

It’s easy to park 





GREAT 
WEB SITE 


httpv/8peeial.res8rve.co.uk 


MASSIVE 

CONTENT 



209/213 St Mary’s Lane, UPMINSTER, ESSEX. 
2 miles from junction 29 of the M25. Opposite 
Somerfield Supermarket. 01708 225544 
43 Broomfield Road, CHELMSFORD, ESSEX. 
Just around the corner from the 
bus station. 01245 348777 
164 Derby Road, STAPLEFORD, NOTTINGHAM. 
2 miles from junction 25 of the Ml, near Kwik 
Fit and Pizza Hut. 0115 949 1000 
351 Gloucester Road (A38), BRISTOL. 

1 '/* miles from the City Centre and just 
up from Kwik Save. 0117 924 5000 
168 High Street, EGHAM, SURREY. 
Near Windsor and Staines. Just 1 mile off 
junction 13 on the M25. 01784 473444 
The Mailings, Station Road, 
SAWBRIDGEWORTH, HERTS. 

Not far from the Ml 1, over the road from 
the train station. 01279 322 399 


Inevitably some products listed may not yet be available and prices may change - please phone. SAVE = Saving off full recommended price. Sent to press 15/10/98 Errors & Ommisions Excluded. Inter-Mediates Ltd. T/A Special Reserve. The Mailings. Sawbridgeworth, Herts CM21 9PG. 
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Nintendo 


N 64 controller keychain with 
LCD clock. Time, date, second 
display. 5 colours available. 


IM 64 control deck voice memo, 
record and play functions. 

£6.99 rrp 


Fire International Ltd., Nacap House, 4648 Silver Street, Doncaster, England,' DN11HT 
Telephone: +44 (0)1302 325225 Fax: +44 (0)1302 322061 Email: sales@fire-international.ltd.uk 













